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Introduction: 
“Captain on the Bridge! 


“Space...the final frontier...” For seven years these words launched us 
all weekly into the adventures and explorations of the Starship 
Enterprise, NCC 1701-D—and the exploits of her now famous crew. 
With each episode, we watched as the vast Star Trek universe grew 
and expanded. Like a rich tapestry or quilt, each piece seemed to tell 
its own story, yet was part of a greater whole. Such is the case with 
Spectrum HoloByte’s Star Trek: The Next Generation—A Final Unity 
strategy game. 


There is a significant difference between the television show and the 
PC game, however. The difference is not content or format, but a 
matter of control. As each of us watched every episode, we all said to 
ourselves, “I could have done that differently, or better.” Playing this 

yee f Kia 
game, however, changes that approach. This time, “...the ship is 
yours.” 


Star Trek: The Next Generation—A Final Unity puts that to the test. 
You control the ship. You control the characters and crew. The names 
and faces are the same, as are the threats you face. The difference is 
that this time, you control the man sitting in the center seat. When 
ships cross the Neutral Zone, your finger is on the controls. When dis- 
tress messages are sent, you set the priorities that control the lives of 
millions. For a true Star Trek: The Next Generation fan, this game is a 
“put up or shut up” challenge—a chance for each of us to see if we 
really could do better than Captain Picard or the stolid Number One. 
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The game is designed to allow you to play it on a variety of levels. If 
you wish to micro-manage your play of the game, you can actually con- 
trol the tactical strategies of the ship right down to the spread of your 
photon torpedo barrages. In Engineering, you can work your miracles 
on the anti-matter inducers, dispatch repair crews, and divert power to 
the phasers when the time comes. If you don’t want to run the game in 
such detail, you can delegate the authority to Worf and LaForge and 
allow them to do the jobs that they have proven themselves at so many 
times in the past. Like so much involved with the game, the choice is 
yours. 


Star Trek: The Next Generation—A Final Unity covers a deeply interwo- 
ven plot that takes you throughout the region bordering the tense 
Romulan Neutral Zone. Controlling the ship and crew, you must deal 
with intrusions of the Neutral Zone, a Romulan invasion, deceptive 
Ferengi smugglers, a raided research station, escaped zoo animals, an 
ancient lost race, a potential civil war, and a device from the past that 
ean upset the balance of power throughout the galaxy. 


Throughout the course of playing A Final Unity, you will be faced with 
many of the same problems and dilemmas that Captain Jean-Luc Picard 
and his indomitable crew faced throughout his tenure aboard NCC- 
1701-D. Distress calls come in while you are in the middle of trying to 
resolve puzzles and mysteries. Do you ignore them? Do you pursue 
them? And if you do, are they related to the mystery that you are trying 
to resolve? If so, how? There is no arm-chair quarterbacking this time— 
unless you read ahead in this book and learn the tricks and techniques 
that help you win the game. Otherwise, you are in charge of the situa- 
tion, Once again, as often in Star Trek history, you are in command of 
the only ship in the quadrant and the fate of the Federation can hang 
in the balance of your decisions. 
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Your assets? The flagship of the United Federation of Planets and her 
crew. But be warned, this is no easy puzzle to solve. You will become 
embroiled in crisis—politics, conflict, and a device that may bring an 
end to the Federation, if it falls into the wrong hands. Much is on the 
line—but you are ready, willing, and able. Grab your phaser, set it on 
stun, load the photon torpedo tubes, and get ready to take the helm. 
This time, the conn is yours! 


What’s in This Book 


This book is designed for players who want to get the most out of Star 
Trek: The Next Generation—A Final Unity. It is designed to give you—as a 
player—the information needed to play the game the way that you want to 
play it. The assumption throughout the book is that you have not read the 
instruction guide that comes with the game. 


The first section of this book, Academy Refresher, covers the mechanics 
required to operate the game. This section covers how to run the ship- 
board systems and the game control interfaces—and when to use them. 
Some of the controls and physical tools/assets you will use throughout the 
game are only useful or practical in certain circumstances—this section 
reveals those particular situations. For those of you who have a deep inter- 
est in the Star Trek universe, there is technical information provided on 
the systems and tools used both in the game and on the show. 
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The next three sections of the book discuss how to play and win Star 
Trek: The Next Generation—A Final Unity. However, this information is 
presented in several different ways—depending on the type of player 
you are and how you want to make your way through the game. While 
each section covers the information needed to complete the game, it is 
presented in a different format and with different play styles in mind. 


The Hints & Tips section of the book is designed for those players 
who want hints and tips on how to resolve the mysteries and riddles 
that are involved with Star Trek: The Next Generation—A Final 
Unity. This section does not tell a player what to do exactly, but 
instead is designed to give hints, tips, and clues to successfully com- 
plete the game. Throughout this section are suggestions regarding 
which episodes of the television series to review prior to undertaking 
a portion of the game. 


The Walkthrough section of this book is a narrative walkthrough of 
the game. This portion is designed for the individuals who want to 
play all of the way through A Final Unity—with full explanations as 
to where to go and what to do every step of the way. This section 
does not give specifics as to how to resolve each step, but provides a 
general explanation on how to resolve each phase of the game. 


The Solutions section is for those PC game players who want a high- 
ly detailed, step-by-step walkthrough of the game. In this section all 
explanations are given as a micro-level walkthrough of the game from 
the teaser until the dramatic conclusion. This portion of the book is 
designed to provide players with every conversation, decision, action, 
and measure that must be taken to complete the game—along with a 
suggested order of play. 
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The appendices included with this book cover a variety of information 
designed to enhance your play of the game. This includes profiles of the 
main characters involved with A Final Unity, installation guidelines, 
and how to maximize memory for your play performance of the game. 
Also provided is a listing of all of the systems involved with the game 
and what is located there as a fast reference, plus other information that 
enhances game play. 


How to Use This Book 


At a glance, three sections of this book seem to cover the same informa- 
tion—how to play and win Star Trek: The Next Generation—A Final 
Unity. This is where the similarities end, however. This information is 
presented in distinctly different ways, depending on the type of player 
you are and how you want to make your way through the game. While 
each covers the information needed to complete the game, it is present- 
ed in a different format and with different play styles in mind. 


It is recommended that you begin by reading Academy Refresher, the 
first section of the book which deals primarily with the mechanics of the 
game. Then you may want to take a look at our chapter on tactics—just 
in case you fly into combat. Finally, select the section that best suits 
your style of game play. If you do not want a hard and fast solution but 
simply want hints and guides, refer to the Hints & Tips section of the 
book. If you want a blow-by-blow of how the game is to be played, read 
the Walkthrough section prior to the start of play. For those players who 
need only a quick-reference of those elements of the game that are pre- 


senting them with a problem, refer to the Solutions section of the book. 
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Read the entire section that best fits your playing style. There are ele- 
ments that require decisions in each of the formats and it is best to 
know those up-front, prior to the start of play. 


The appendices are designed to provide you with background informa- 
tion to enhance your play of the game. The key elements that you 
should read from these sections would be the installation guidelines 
and the memory management steps. While these essentially are 
processes that you will go through one time during your set-up and 
operation of Star Trek: The Next Generation—A Final Unity, they are 
important elements that need to be addressed. The other appendices 
only add to your enjoyment of the game. 


What You Need to Know 
First 


“Take her out, one quarter impulse power.” A Final Unity assumes that 
the player has a good understanding of the Star Trek: The Next 
Generation universe. For followers of the television series, this means 
brushing up on those episodes that most apply to the kinds of missions 
you will undertake in the game. It also means preparing for dealing 
with some of the key plot elements that you will have to interact with. 
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The following is a list of Star Trek: The Next Generation episodes that 
are helpful to review before playing the game: 


A Gambit Part I 

A Gambit Part H 

A The Chase 

A Contagion 

A The Last Outpost 
Each of these episodes has information that contributes to the under- 
standing of actions required in the play of Star Trek: The Next 
Generation—A Final Unity. Reviewing them will not provide any solu- 


tions to the game, but will help enhance your playing experience and 
understanding of the types of decisions that are required. 


The Enterprise computer system is portrayed in the game as well. The 
subject matter in the ship’s computers can be reviewed at any point 
during the play of the game; however, going over the material prior to 
the start of play can help set the tone and mood for a successful session 
of Star Trek: The Next Generation—A Final Unity. For full details on 
how to access the shipboard computer system, refer to the Academy 
Refresher section of the book. 


The following subjects in the computer system should be reviewed: 
Primary Core 

Root Enterprise Systems 

Engineering 


Weapons 
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Bridge 


Root Sciences 
Archacological 
Root Local Area 
Astrogation 
Root Culture 
Romulan 
Garidian 


Ships 


Other than that, you have your orders. “Make it so!” 
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The Bridge 


The Bridge is the heart of command onboard the 


Enterprise. All major decisions that affect the ship 


and her crew are made here. As you move the mouse 
cursor around the screen, the name of the area the 


cursor is touching will appear in a small window in 
the screen’s lower right-hand corner. To activate a 
function on the Bridge, move the mouse to that area 
and click the left mouse button. 


16 


CHAPTER 1: ACADEMY REFRESHER 


E 


Obtaining Advice from Bridge 
Crew 


It is wise to seek advice from those around you. To do this, 
move the mouse pointer over one of the Bridge crew, and 
click the left mouse button. That individual will then give 


you their assessment of the current situation. 


Conference Lounge 


During your journey, guests will be beamed aboard the 
Enterprise. For example, shortly after the game begins, 
Lucana, T’Bak, and Avakar are beamed aboard from a 
Garidian scout ship. Clicking on the Conference Lounge 
gives you the opportunity to talk to them. Guests often ask 
for assistance in accomplishing some task. 


SECTOR: Shonoisho |WA iP Conf. Lounge 
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The Turbolift 


Clicking on the Turbolift door activates a list of areas avail- 
able to you on the Enterprise: the Holodeck, Engineering, 
and the Transporter. To access one of these areas, click on 
the corresponding name in the list. 


Transporter 
Engineering 


SECTOR: M'kyru | WARP: 0.0|DEST: | Turbolift 
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Bridge Computer Consoles 


In order to properly command the vessel you have to under- 
stand the components that make up the bridge of the ship. 
Each one of these components is detailed on the following 


page. 


THE BRIDGE 
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The Bridge Control Strip 


This is the area at the bottom of the screen when you are 
located on the Bridge. It contains information about the 
Enterprise’s current location, the ship’s destination and speed 
(if the ship is currently enroute), a log of where you have 
been (planets/systems), a button that allows you to replay a 
recent conversation, the Remote Game Control Device, and 
a Viewscreen button. 


The Remote Game Control 
Device 


This button is described separately; see page 19 for details. 


Recent Conversations 


This button, located immediately to the right of the Remote 
Game Control Device, activates a window containing a list 
of the last ten conversations that took place through the 
Comms, the Viewscreen, or on the Bridge. To start the 
replay, simply click on the desired conversation listed in 

the window. 


Displaying the Viewscreen 


Pressing the Viewscreen button activates the Main 
Viewscreen on the Enterprise—essentially allowing you to 
“look out the window.” 


The Remote Game 


Control Device 


Game paused 


KEN 
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Located in the lower 
left-hand corner of 
the Bridge Control 
Strip is the Remote 
Game Control Device 
(RGCD) icon. 
Clicking on this icon 
displays the RGCD 
screen, allowing the 
player to save the 
current game or 
restore a previous one, 
adjust the sound 
volume and difficulty 
level, specify whether 
or not the game dis- 


plays the text of your conversations, and quit the game. 


Saving a Game in Progress 


In A Final Unity, you are allowed to save nine games in 


progress. Once you have used all nine available slots, you 


must save your game over the top of an existing one. It is 


THE REMOTE GAME CONTROL DEVICE 
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highly recommended that you save the game frequently in 
case you need to backtrack. 


To save the game in progress, click on the Save button and 
then click on one of the available nine slots. Next, type a 
description of the game. The description can be up to thirty 
characters in length. Once you are finished, press the Enter 
key. If you click on another button before pressing the Enter 
key, your game will not be saved. 


If you pressed the Save button by mistake, pressing the 
Cancel button will return you to the RGCD. 


Why nine games? 


Star Trek: The Next Generation—A Final 
Unity is a very long game, taking a consider- 
able amount of time to play. It is recom- 
mended that you save the game you are 
playing under several different titles in case 
you want to come back to any part of the 
game (load it) and replay it to see some of 
the stunning cinematic sequences that 
occur. 


Restoring a Previously Saved 
Game—the Load Button 


To restore a saved game, press the Load button and click on 
the desired game. After a pause, the game will restart where 
you left off. Pressing the Cancel button will return you to 


the RGCD if you pressed the Load button by mistake. 


Adjusting the Sound 


Pressing the Sound button displays two gauges that specify 
the volume of two types of sound used in A Final Unity: 
Voices/Effects and Music/Background. By clicking on differ- 
ent parts of the gauge, you can adjust the volume appropri- 
ately. As you click, the game will play a sample sound at the 
volume you selected. When you save the game, the sound 
settings are saved as well. 


Adjusting the Difficuity Level 


Every time a new game is started in Star Trek: The Next 
Generation—A Final Unity, the default difficulty level is 
Ensign. Pressing the Difficulty Level button allows you to 
set the difficulty to one of three settings: Ensign (easiest), 
Lieutenant (intermediate skill setting), or Captain (the 
most difficult). 


When playing at Ensign level, the optimal Away Team 
personnel and equipment are automatically selected, and 
members of the Away Team will always offer you advice. At 
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— the Lieutenant level, optimal personnel and equipment will 
still be automatically selected for Away Team missions, but 
you must explicitly ask members of the team for advice. 
Captain level provides no advice from Away Team members 
unless you ask for it, and you must select personnel and 
equipment yourself. 


What level should I 
play? 


How good do you think you are? When running 
at Lieutenant and Captain level, you personally 
Shoulder the responsibility for the lives of 1,000 
members of your crew and the fate of the 
Federation—with littie help from your talented 
crew. It is recommended that the highest 
setting you should pick is Lieutenant. If you 
encounter problems, play the game at Ensign 
level. 


Take care when playing at the Captain level, for 
it is possible to select personnel and equipment 
combinations that will make an Away Team 
mission impossible. Think carefully! 
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The Text On/Off Button 


Pressing this button toggles the text setting. When this set- 
ting is turned on (which is the default), A Final Unity will 
display the text of your conversations in a window as they 
occur. When it is off, the conversations will be audio only. 


If you do not have a sound card, do not turn this setting off. 


Exiting the Game 


Once you are finished playing the game, pressing the 
Exit button will exit the game and return you to DOS. 
Remember to save your game before you do this! 


The Resume Button 


Pressing this button will return you to the game. 


The New Button 


Pressing the New button starts a new game from the 
beginning. 


THE REMOTE GAME CONTROL DEVICE 


r= | 


oi 
F 
w 
is 
7 
= 
a 
ő 
R 
F 
a. 
rf 
o 


Communication 


Communication happens two ways on board the Enterprise: 
by hailing someone using Picard’s communicator pin 

(the Comms station, or simply Comms) or by using the 
Conference Lounge. Clicking on the Comms will display a 
list of people or groups to communicate with. Click on the 
person or group you wish to talk to. Clicking outside the list 
terminates your attempt to hail. 


The primary role of the Personal Communicator is to main- 
tain voice contact with crew members on board the ship or 
during Away Team missions, and to provide a lock for the 
transporter. In the Star Trek: The Next Generation universe, 
the Personal Communicator can also be used to contact 
other devices, like the Enterprise’s main computer. 


The range of the Personal Communicator is limited; its 
signals only propagate about 500 kilometers. Since the 
Enterprise orbits 40,000 kilometers above a planet, the 
spacecraft must receive these low-power signals and send the 
correspondingly high-power signals to the communicator’s 
receiver: 


Each communicator device is personalized to the individ- 
ual’s bioelectric and thermal signatures for security purposes. 
When made inactive, it sends out a low level subspace 
signal at regular intervals for rescue parties to track its 
location. 


Conference Lounge 


The left-most door on the Bridge leads you to the 
Conference Lounge. Here you can meet with any guests on 
board the Enterprise. Clicking on the Conference Lounge 
door presents you with a listing of those persons available to 
talk with you. Click on the person you wish to talk to and a 


conversation will begin. 


Astrogation 
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Control Buttons 


Players of Star Trek: The Next Generation—A Final Unity 
need to familiarize themselves with the Astrogation screen. 
It is fundamental to winning the game. Many times during 
the game a conversation will automatically take you to this 
screen. When this happens, the coordinates and warp speed 
are already programmed for you. In this case, you simply 
need to engage the warp engines. If you do not immediately 
travel to the destination, the Astrogation log on the Bridge 
will still record it as a potential destination. 


Navigating three-dimensional space is a difficult thing to 
master. It requires a knowledge of the coordinate system 
used in A Final Unity. The basic terms used to describe the 
coordinate system are navigation block, sector, star zone, 
and star system. 


Space is divided into blocks called navigation blocks. The 
Enterprise only travels through one navigation block 
throughout the entire game, the Kridnar navigation block. 


Navigation blocks are subdivided into 512 sectors arranged 
in an 8x8x8 grid. Each sector is designated with three num- 
bers, each denoting the relative X, Y, and Z coordinates 
within the navigation block. Each number can range from 
zero to seven. In addition, each sector is given a name. For 
example, sector 04-04-04 is called the M’kyru sector. 


Each sector is further subdivided into 8,000 star zones 
arranged in a 20x20x20 grid. Like sectors, star zones are 


identified by three numbers—each representing the relative 
X, Y, and Z coordinates within the sector. Each number in 
the sequence falls between zero and nineteen. In addition, 
some of the star zones have names as well. For example, star 
zone 06-13-18, sector 04-04-04 is called the M’kyru Beta 


star zone. 


Star systems are those star zones that are currently occupied. 


Star systems contain some sort of galactic phenomenon like 
Asteroid belts, Suns (with or without planets), or Starbases 
and Outposts. 


Using the Astrogation Screen 


Once you activate this screen, the Enterprise accesses the 
Astrogation logs and updates the sensors. The screen dis- 
plays a grid of all known stars, Starbases, and nebulas along 
with their alignments in this navigation block for you to 
see. All alignments follow the following key: 


Color Alignment 

Blue Aligned with the Federation 
Green Aligned with the Romulans 
Yellow Neutral 

Red Object is a nebula 

Orange No known alignment 
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Several controls are available on this screen to make it easi- 
er to understand. Since the grid is a representation of three- 
dimensional space projected onto a two-dimensional surface 
(your computer screen), rotation control buttons allow you 
to rotate the view to better see the relationship of one star 
to another. The grid may be rotated on two axes, either 
independently or together. In addition, the controls allow 
you to rotate in small, discrete increments or have the grid 
continuously rotate. 


The Rotation controls are located at the bottom left-hand 
corner of the Astrogation screen and are depicted as four 
arrow heads. Clicking on each arrow head rotates the view 
three degrees about the given axis. Double clicking on an 
arrow head starts continuous rotation. Clicking or double- 
clicking in between any two arrow heads acts as if both 
arrow heads were clicked at the same time, starting rotation 
in both the X and Z axis. To stop the rotation, click the 
center square. 


Immediately to the right of the rotation controls are the 
resolution controls. These controls dictate what level of 
information is displayed in the Astrogation window. The 
top-most option is the navigation block resolution. This 
option displays all stars and other objects in the Kridnar 
navigation block. Next, the Sector resolution displays all 
the galactic phenonomen that exist in the current sector. 
Finally, the planetary resolution button displays the star sys- 
tem and family of planets (if they exist) along with their 


spectral class in the Astrogation window. To plot a course to 
a planet, such as Morassia, you must click on the desired 
planet before engaging the warp engines. 


At the top of the Astrogation screen, the current sector and 
given name are displayed. 


Plotting a Course 


To plot a course, you must know the coordinates of your 
destination. Immediately to the right of the Resolution 
Selection buttons is the destination coordinate selection 
control. Here, select the desired coordinates of the sector 
you wish to travel to. Changing the numbers in these con- 
trols is done by clicking on the arrow heads above and 
below each digit. These buttons increment and decrement 
each portion of the coordinate. Select the coordinate by 
adjusting all three controls. 


Once you have selected the sector coordinates, the naviga- 
tion block resolution window displays the destination on the 
grid as a white square with a blue line coming from the cur- 
rent position of the Enterprise. Next to this line is a number 
representing the number of light-years the Enterprise must 
travel in order to reach the desired destination. 


Next to the sector coordinate selection control is a similar- 
looking control with an outline of the Enterprise next to it. 
This indicates the current position of the Enterprise. 


ASTROGATION | 
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Obtaining Information 


If you click on an object in either the navigation, sector, or 
star system resolution, you can obtain information about it. 
Due to the enormity of space, some objects have no infor- 
mation. At the top right corner of the Astrogation screen, 
there are three mode selection buttons, labeled “See Info,” 
“Course,” and “Display.” Each of these buttons controls the 
information that is displayed in the window immediately 
below these controls. Pressing the “See Info” button causes 
the detail window to display any known information about 
the selected object—such as number of planets, spectral 
classes, type of civilization, and alignments. 


Filtering the Information 
Display 


There is an enormous amount of information conveyed to 
you on this screen. Fortunately, there is a method of filter- 
ing out the unwanted information. By clicking the “Display” 
button at the top of the Astrogation screen, you are pre- 
sented with a list of the different categories of information 


displayed. 


The first two options—Stars and Grid—allow you to entirely 
turn off the grid or the stars respectively. Next are options 
for Federation, Romulan, Neutral, Nebula, and Unaligned 
stars. Clicking on an option turns off the display of objects 
of that type. Clicking on it again turns it back on. You may 
choose to display or not to display any number of these. 


Finally, the Inhabited and Starbases allow you to easily 
identify which stars are inhabited and which are Starbases. 


ASTROGATION 


When would I use all 
of these filters? 


Occasionally you will become involved in combat 
situations where the Enterprise will, if you are 
unlucky, become damaged. You'll need to make 
for a Starbase for repairs, and there are thou- 
sands of possible locations where you can find 
one. By filtering out all of the options so that 
all you see is “Starbases,” you can easily spot 
one on the map and warp there for reloads, 
refits, and repairs. 


Let's Get Going! 


The Course button allows you to control the speed at which 


the Enterprise travels, and to engage or disengage the warp 

engines. The current warp speed is displayed in the detail 

window. Next to the current speed are two arrow heads that 

increase or decrease the current speed. Click on the up 

arrow to increase speed, and the down arrow to decrease E74 
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speed. If you click and hold an arrow head, the speed 
increases or decreases continuously. When you are ready to 
get underway, click the Engage button. If you need to come 
out of warp for any reason, press the Disengage button. 


Traveling from Planet to Planet 


In addition to warp speed, the Enterprise can travel at 
impulse power. Once you arrive at a star system you can 
maneuver to another planet by first selecting that planet by 
clicking on it and then choosing the Impulse button from 
the Course option. Pressing the Engage button will start the 
Impulse engines and take you to the desired planet. 


Leaving the Astrogation Screen 


At the bottom of the Astrogation screen are three buttons 
that will take you to other functions aboard the Enterprise. 
These buttons are Bridge, Computer, and Tactical. Simply 
clicking on a button will take you where you want to go. 


In the Star Trek: The Next Generation universe, the 
Enterprise may be called upon to carry out many different 
types of missions. Generally, these missions fall into one 
of six types: 


1. Deep-space exploration. 
“To boldly go where no one has gone before.” In humani- 
ty’s never-ending quest for knowledge, the Enterprise is 
often called upon to explore unknown areas of the Galaxy. 
These missions also identify planets that may be suitable 
for colonization. 


. Ongoing scientific investigations. 

Most missions of this type are secondary assignments 
for the Enterprise, meant to be piggy-backed onto 
other missions. The Enterprise has the ability to carry 
on a number of scientific research projects. 


. Contact with alien life forms. 


“To seek out new life and new civilizations.” The 
Enterprise has facilities and staff to support missions 
requiring a full exobiology and cultural staff and carries 
a sophisticated universal translator. 


. Federation policy and diplomacy. 

Humans are known throughout the galaxy as being 
good diplomats. Often, high-ranking members of the 
Enterprise are called upon for diplomatic duties such as 
arbitration and negotiation. 


. Tactical and defense. 


These missions include patrolling the Neutral Zone or 
protecting the interplanetary interests of Starfleet. 


. Emergency and rescue. 

Rescue missions often include responding to distress 
signals from planets as well as other Starfleet and 
non-Starfleet spacecraft. The Enterprise can handle 
medium-scale planetary evacuation missions. 
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Computer 


COMPUTER/SENSORS fx 


U.S.S. Enterprise Computer 


Select any topic from the list on the left to display 
information here. 


ASTROGANON 
TACTICAL | 


Lieutenant Commander Data sits at the Computer Station. 
From this station you can access technical information about 
planetary systems and historical records, information about 
Starfleet and the Enterprise, complete descriptions of space 
combat tactics and their applications, as well as Captain’s 
Logs and mission summaries. Any information collected by 
the tricorders appears here as well. 


Computer records are organized in a hierarchical structure, 
the top-most level being called “Primary Core.” Beneath 

the Primary Core are a number of main topics including 
“Missions” where you can find records of Captain’s Logs, 
Viewscreen communications, and readings from the tricorder 


and medical tricorder. 


Some categories in the hierarchy contain a “>”. This indi- 
cates that there is more information below that category. 
Clicking on that category will display more detailed cate- 
gories relating to the first one. The hierarchy extends several 
levels deep. When you are reviewing the information in the 
Computer, keep in mind that not all of the available cate- 
gories can fit on the screen. Therefore, there are arrow heads 
that scroll the list of available categories up and down. 


Once you select a category to view, the information panel to 
the right fills with the selected information—including text 
and graphics. If there is more text than can be displayed in 
the information window, you can scroll up and down 
through it using the arrow heads at the bottom of the infor- 


mation window. 
The top-most level categories are: 


U.S.S. Enterprise Contains information pertaining to the 
Starship Enterprise, including the systems, 
bridge crew, supplemental shuttle craft, 
and a description of various tactics used 
in space combat. 


Provides more information about the 
Enterprise and logs of Viewscreen 


conversations. 


Sciences Provides scientific information on astron- 
omy, biology, chemistry, archaeology, and 
technology. 
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Tactical 


Cultures 


Local Area 


Destinations 


Missions 


Analyses 


Explanations and descriptions of both offen- 
sive and defensive space combat tactics. 


Provides information on the known major 
intelligent races that can be found in the 
Kridnar navigation block: Federation, 
Ferengi, Klingon, Romulan, Morogo, 
Garidian, and the Borg. Detailed informa- 
tion about the ships used by these races is 
also available. Later in the game, as you 
encounter new races, new data will be 


added. 


Contains categories on the phenomena, 
history, and Astrogation in this naviga- 
tion block. 


Contains a list of Federation Starbases, 
known worlds, and other points of interest. 
Selecting one of these categories will bring 
you to the Astrogation screen with the nav- 
igation information already loaded. 


Allows you to review the Captain’s logs, 
communications, and any tricorder or 
medical tricorder readings obtained in 
Away Team missions. 


Contains results of computer generated 
analysis. 


To exit the Computer station, press any one of the three 


buttons at the right-hand corner of the screen: Astrogation, 


Tactical, or Bridge. 


Holodeck 


Warning the Garidian Warbird 
J Enterprise Breaks Tractor Beam 
| Garidian Scout Self Destructs 
Arrival at Mertens Station 
! Probe Leaves Mertens Station 
] Arrival at Morassia 
f Arrival at Shonoisho Epsilon VI 


| Aramut's Departure 
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Players of Star Trek: The Next Generation—A Final Unity are 
treated to several cinematic sequences during the game. The 
Holodeck gives you the opportunity to review these 
sequences. When you enter the Holodeck, a list appears dis- 
playing the available sequences you may watch. Click on the 
sequences you wish to review and playback will begin. 


In addition to past cinematic sequences, an option called 
“Enterprise Orientation” is also available. By clicking on 
this item the holodeck begins playback on an orientation 
course developed by Starfleet. The orientation sequence 
provides a walking tour of all major systems on the 
Enterprise. New players will want to watch this sequence 
first. 
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The Transporter allows you to assemble an Away Team 


and beam down to a nearby location—such as a planet or 
Starbase. If you are currently playing the game in Ensign 
mode, all actions are handled for you when you enter the 
transporter room. The optimal personnel and equipment are 
chosen and the transport is initiated without your interven- 
tion. However, if there is no suitable location to beam down 
to, the transport will be aborted. 


If you are playing at the Lieutenant difficulty level, the per- 
sonnel and equipment are chosen for you, but you can 
change them. At the Captain difficulty, no personnel or 
equipment are chosen for you. It is important to realize that 


at these difficulty levels, it is possible to pick combinations 
of personnel and equipment that do not allow you to solve 


the Away Team mission. 


Assigning Personnel to an Away 
Team 


You can assign up to four members to an Away Team. When 
choosing a crew member for an Away Team mission you can 
choose from the following characters: Picard, Data, Troi, 
Carlstrom (an extra), Butler (another extra), Riker, Worf, 
Crusher, and LaForge. Picking the appropriate crew mem- 
bers requires skill—and a little luck. If you are going to 
beam down into a situation where you expect to find injured 
people, include Dr. Crusher in the Away Team. 


When you enter the Transporter Room, the transporter 
chief begins a surface scan to identify potential beam-down 
locations. If you are not near a suitable location to beam 
down, no locations will be found. In A Final Unity, you 
cannot beam your crew members into empty space! 


At the lower left-hand corner of the Transporter Room 
screen are two buttons that control the information dis- 
played in the detail window. The top-most of these buttons 
has a figure of Picard drawn on it. Clicking on this button 
allows you to pick crewmembers and equipment for an Away 
Team mission. The second button, drawn with a pair of 
cross hairs, is used to re-scan the surface for suitable beam- 
down locations. 


| 
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phase inverter 
wave converter 


microgenerator 
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Once you have clicked on the crew selection button (the 
Picard button), the detail window displays two lists. 

The left-most list contains all the unassigned equipment on 
the Enterprise. The default complement of equipment is the 
tricorder, medical kit, phaser, and the medical tricorder. 


To assign a piece of equipment to the Away Team, double 
click on the entry on the equipment list. The picture of the 
piece of equipment you selected will appear in the eight 
boxes at the bottom of the screen. To remove a piece of 
equipment from the Away Team inventory, double-click on 
the picture in the inventory boxes. Its name will reappear in 
the list of available equipment. 


Too much equipment 


Occasionally, there will be more available 
equipment than will fit in the dispiay. In this 
case, a pair of arrow heads is available immedi- 
ately to the right of the list of available equip- 
ment. Clicking these arrow heads will scroll the 
equipment list up and down respectively. 


A roster of available personnel appears in the right-most 
list. To add a crew member to the roster, double-click on 
their name and the crew member will walk in from the 

Turbolift and take a position on one of the four available 


transporter pads. To remove a person from the Away Team, 


double-click on them while they are standing on a trans- 
porter pad. They will then walk back to the Turbolift and 


report back for duty. Use the arrow heads to the left of the 
list of available crew members to scroll the list up and down. 


Once the Away Team has been assembled and equipped, 


click on the transporter controls and drag them upward to 


beam them to their destination. To leave the Transporter 


Room, click on the Turbolift door on the left-hand side of 


the screen. From here you can exit to Engineering, the 


Holodeck, or the Bridge. 


TRANSPORTER ROOM 
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The transporter system used on the Enterprise breaks 
down into four operating stages. Because this system is 
so Important, normal operating rules require a trans- 
porter chief present when the transporters are in use. 
This section describes the process for beaming someone 
off ship. Beaming someone on ship is accomplished in the 
same way, albeit with a somewhat different configuration. 


Te 


Target scan and coordinate lock. 

This phase ensures that the destination environment is 
not outside the range of the transporter and that it is 
suitable for the personnel beaming down. In addition, a 
host of diagnostic procedures are initiated to ensure 
that the transporter is functioning properly. 


. Energize and dematerialize. 


The transporter system converts the subject into a 
subatomically debonded matter stream. 


. Pattern buffer Doppler compensation. 


Since the Enterprise and the destination are in motion, 
the system needs to compensate for Doppler shift. In 
addition, the Pattern Buffer acts as a safety mecha- 
nism in case of system malfunction, permitting trans- 
port to be aborted and the personnel re-materialized. 


. Matter stream transmission. 


The actual transmission of the disintegrated matter to 
the destination. 


Equipment 


Using the Tricorder 


The Federation 
tricorder stores infor- 
mation gathered 
during Away Team 
missions. As you 

Sub ject: Dr. Vi encounter life forms 
Hyunh-Feertsch during these Away 


Short-term resident Ean 
Team mıssilons, any 


Federation exobiologist 


conversations that 
take place will also be 
logged in the tricorder 
for your review at a 
later time. 


The lower left-hand 


corner of the tricorder 


contains an A/B 
switch that controls what information the tricorder displays 
for you. When the tricorder is in the “A” position, the tri- 
corder displays reports given to you during Away Team mis- 
sions. These reports are given a name, and a list of these 
names appears on the display atop the tricorder. 
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Later in the game you will have gathered more reports than 
will fit in the display. Two arrow heads at the bottom of the 
tricorder enable you to scroll through the list of available 
reports. To view a report, click on its name in the list and 
use the page left and right arrow heads to read the various 
pages in the report. Below the display, smaller information 
windows display the total number of pages in the report. 


Why would I use this? 


When you land on a planet or Starbase, certain 
information has been gathered for you by the 
local authorities. The tricorder provides a con- 
venient mechanism to convey this information 
to you. You should review all information pro- 
vided in tricorder reports. 


When the A/B switch is in the “B” position, the display 
window shows any previous conversations you have had on 
the Away Team mission. You can peruse these conversations 
in case you missed something. 


Using the Type li Phaser 


The phaser is a device used primarily for self 
defense while on an Away Team mission. 
However, phasers can also be used to cut struc- 
tural or planetary objects to allow passage. There 


are sixteen power settings available on a type II 
phaser, ranging from light stun to heavy disruption. 


To change the power setting of the phaser, click on the 
phaser icon in your inventory list. Above the phaser you’ll 
find a range of settings. Click on the desired setting. 


To use the phaser when on an Away Team mission, click the 
“Use” action on the phaser from your inventory. Your cursor 
will now turn into a phaser icon. Move the cursor where you 
would like to fire and press the left mouse button. 


In the Star Trek: The Next Generation universe you can also 
find the type I personal phaser, as well as the type III phaser 
rifle. The type I phaser is identical to the type II phaser 
except that it lacks power levels nine through sixteen. The 
type Ill phaser rifle has the equivalent power settings of 

the type II, but adds and additional 50% increase in power 
output. 
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| Hold your fire 


It is a violation of the prime directive to fire a 
phaser at planetary residents. Be careful what 
_ you shoot atl 


Using the Medical Tricorder 


The medical tricorder provides you with 
information about an injured member of your 
Away Team or alien. To use the medical tri- 
corder, click the “Use” action icon on the 


medical tricorder in your inventory. Your 
mouse cursor will change into a medical tricorder icon. 
Position the cursor over the person and click the left mouse 
button. A message will be displayed containing a medical 
diagnosis. 


Medical Tricorder 


The medical tricorder is best used by a doctor. 
If you are planning an Away Team mission that 
you feel you need a medical tricorder for, it Is 
recommended you bring Dr. Crusher along. 


Medical Kit 


The medical kit can be used to provide tempo- 
rary relief to any injuries encountered during 
an Away Team mission. For best results, the 
medical kit should be used by a doctor. If you 


are planning an Away Team mission that 
requires a medical kit, include Dr. Crusher. 
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Maneuvering During an 
Away Team Mission 


Once your team beams down to a planet, you need to direct 
their movements. At the bottom of the screen during an Away 
Team Mission there is a strip that provides this ability. The 
following are the control surfaces: 


RGCD Remote control game device. 


Character Selection The image shows the current 
character that you are control- 
ling. Clicking on this changes to 
the next character in succession. 
You can also use the spacebar. 


Health Status Bar Next to each character image is 
a bar showing their health (in 
green). When a bar is totally red 
that character is unconscious or 
near death. 


Action - Look By clicking on the eye icon, you 
allow your current Away Team 
member to look at or view an 


Action - Use/Get/Give 


Action - Walk 


Action - Talk 


item, device, or location. You 
can also use the L key. 


By clicking on the hand 
shaped icon, you enable the 
selected character to choose 
an object, move an object, and 
add to or take away from 
inventory. You can also use 


the U key. 


The walk function allows the 
selected character to move 
from one location to another. 
These areas are indicated by a 
“hot spot” on the screen, indi- 
cated by a light blue foot icon 
or an arrow. You can also use 


the W key. 


This allows the selected char- 
acter to speak with whomever 
the talking-balloon icon is 
clicked on. You can also use 


the T key. 
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Walking too slow? 


When Characters are walking, they can walk at 
four times the speed if you hold down the Shift 
key. This is extremely helpful when you’re walk- 
ing through a huge screen. 


Communicator Clicking on this will allow you 
to hail the ship, call for a 
Beam-Out, etc. 


| Action choices 


Using the right mouse button will rotate 
through the various action choices. 


Inventory 


This section allows you to 
select items to use from your 
Away Team’s inventory. There 
are two more keys that allow 
you to view inventory. To use 
or apply an item from inven- 
tory, click on the use function 
(or press U), then click on the 
item that you wish to use, and 
select where you wish to use it 
on the screen. Some items can 
be used on other items (exam- 
ple: a tricorder can be used on 
a phaser). 
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“...raise shields, lock phasers on target...” 


There are times—despite the best of intentions— 


when a Captain must take his or her ship into combat. 
Starship combat in the 24th century is fast and 


furious—decisions happening in Engineering and at 


the Tactical station often govern the lives of millions. 


The Enterprise is an exploration ship, but is armed for 
the defense of the United Federation of Planets. As 


the flagship of Starfleet, this Galaxy Class ship is 


equipped with impressive offensive and defensive 


weaponry systems. In Star Trek: The Next Generation— 


A Final Unity, players will have ample opportunity to 


try their hands as Worf and Geordi LaForge in operat- 


ing the ship during a battle situation. 
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What Makes Up 
Starship Combat? 


Controlling the Enterprise in battle can be as easy as a player 
desires—the game allows one to delegate the Engineering 
and Tactical duties to Worf and LaForge. A player can take 
control of Engineering alone—making the necessary power 
adjustments and repairs to keep the ship operational in the 
heat of battle. Players of A Final Unity can also take control 
of the Tactical Station and run it from a strategy level, or 
actually press the buttons necessary to fire the photon torpe- 
does and phasers. 


The key to this is to remember one thing: tactical combat in 
A Final Unity is happening in real time. In other words, if 
you opt to micro-manage the tactical operations, you will be 
juggling Engineering and Tactical both at the same time— 
while the enemy is compensating for your moves and taking 
shots with top-notch speed and efficiency. For this reason, it 
is recommended that new players begin by delegating one of 
the tasks (Engineering or Tactical), and running only one of 
these during battle until they become familiar with the con- 
trols and the impact of their decisions. 


The Flow of Combat 


Combat in Star Trek: The Next Generation—A Final Unity 
follows a fluid set of commands and processes that are 
recommended during play. The following is an outline of 
how a typical combat situation is managed at the highest 
level. It is important to note in this example that there are 
numerous minor events that occur depending on the strate- 
gy that both you and your intended target are employing at 
the time. The assumption below is that both major tasks, 
Engineering and Tactical, are being directly controlled by 
the player. 


Set or Adjust Power Levels 


Power management on the Enterprise is handled in two 
simple steps. One is to set the output of your production 
systems. This energy is then diverted to those systems that 
need it, based on the tactical situation and the damage that 
the ship may have already suffered. You can go to 
Engineering and set the power levels of the ship manually 
by adjusting the output of the impulse engines and the warp 
reactor. You can then allocate that power as you deem 
appropriate—diverting it to the EPS Power Grid, the 
shields, phasers, photon torpedoes, tractor beams, or to 
repair ship systems. 


WHAT MAKES UP STARSHIP COMBAT? 


Jü 


imagenes ont 


CHAPTER 2: TACTICAL AND ENGINEERING SYSTEMS 


P 


Port Warp 

Stb. Warp  ERNMIN 
‘Main Impulse [HHH 

(Port Impulse _|HUNNDIUINEINL 
Stb. Impulse [HII 

EPS Pwr Grid EEUN 


Matter/ Antimatter Reactor 
f Repair 
aiii 


Reactor Output 
o i 


oe SSSSeeseseseessean: 


When channeling power, keep in mind that it is a finite 
resource—even given the vast power output of the ship’s 
warp drives. The obvious consequence is that you will not 
be able to do everything at once (i.e. have full shields, full 
movement, and full power to all of your weapons at the 
same time). How you manage your power determines how 
much damage you will take, and how much damage you will 
inflict on your target. 


From the tactical station, you can adjust the power systems 
automatically by changing the alert status. For example, 
when the ship is placed at Red Alert, power is automatically 
diverted to shields and weaponry systems. At Yellow Alert, 
the weapons are given much less power—a stand-by mode of 
sorts. 


Power is critical to game play. When power is not available 
due to damage or mismanagement of energy, the ship cannot 


fire or keep her shields up. This renders the vessel defenseless 


against the many enemies one encounters in A Final Unity. 


Determine Movement Either 
Directly or Via Tactics 


The USS Enterprise is a huge ship—one of the largest ever 
created. It does not respond like a fighter in a joystick- 
driven arcade game. Instead, it handles like a massive dread- 
nought of ages past. Movement of the ship is critical to its 
survival and to ultimate victory in battle. 


There are two ways to resolve movement in the game. One 
is to select an Offensive or Defensive tactic and employ it. 
These tactics are preprogrammed into the ship’s computer 
system and automatically move the Enterprise accordingly. 
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The alternative to using predefined combat tactics is to 
manually move the Enterprise in combat. Star Trek: The Next 
Generation—A Final Unity allows you to pilot the flagship of 
the Federation as if it were in space, with the full spectrum 
of three-dimensional movement. Taking into consideration 
the sheer size of the Enterprise, piloting the ship in the mid- 
dle of a shooting match becomes a tricky affair at best. 


Fire Weapons Systems 


The two primary weapons that are used by the Enterprise in 
tactical combat situations are the phasers and the photon 
torpedo systems. The ship’s phasers are located on the Fore 
(front), Aft (rear), Port (left), Starboard (right), Ventral 
(lower saucer section), and Dorsal (upper saucer section). 


The photon torpedo banks are mounted in the Fore and Aft 
of the ship. 


Only those weapons that are powered (phasers) or loaded 
(torpedoes) can be fired. This is done during the power allo- 
cation. Phasers can only be fired at targets that are within 
their arc of fire (on their side of the ship). Thus, you can’t 
have the aft phasers fire at a ship that is in front of the 
Enterprise. 
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Engineering 


This chapter discusses the control systems involved with 
tactical operations and provides details regarding applica- 
tion of these systems in combat. 


Game Controls 


From the Engineering Systems screen, you have access to a 
wide range of controls over the power and repair of the 
Enterprise. These controls are broken down as follows: 
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Bridge/Hail Button If the ship is engaged in bat- 
tle, this button is—in 
essence—the Tactical Officer 
attempting to hail the oppos- 
ing ship (the vessel currently 
targeted). When the tactical 
combat system is not engaged 
(or the ship is not at Red 
Alert), this button takes the 
player to the bridge view of 
the ship. 


Repair Power 
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Provides you access to the 
control interfaces for the 
main power reactors, the warp 
core, and the EPS Power 
Grid. This is where the ship’s 
power is generated and 
stored. 


Loaded 
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Provides you control over the 
power allocation to the ship’s 
phasers and photon torpe- 
does. 
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Shields Allows you, as the Chief 
Engineer, to adjust the power 
settings on the Enterprise’s 


shields. 
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Sensors Allows you the interface for 


the ship’s sensors. 
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JER 


Other This control surface allows 
you to set the power alloca- 
tions to life support, the 
tractor beam emitters, and 


the ship’s computer core. 


Other engineering control buttons and surfaces are 


as follows: 


Delegate On/Off This control is used to 
determine to what degree you 
want to run operations in the 
Engineering section. When 


54 


CHAPTER 2: TACTICAL AND ENGINEERING SYSTEMS 


Enterprise Profiles (Views) 


the Delegate control is set to 
“On,” Commander LaForge 
coordinates and sets all power 
and damage control alloca- 
tions and levels. When the 
Delegate control is set to 
“Off,” you as the player are 
assuming the control of these 


systems. 


These displays show the top 
and bottom views of the ship. 
When you move your cursor 
onto any system or control 
surface, the corresponding 
symbol lights up green (if the 
system is operational, that is). 
Damaged systems will flash 
red on the ship profiles. (For 
example, move the cursor on 
top of the Power controls for 
the EPS Power Grid, and the 
grid itself will light up green 
on the profile.) 


What use is this in the game? This is useful when allocating 


power to weapons and shields during tactical operations. As 


stated before, you have a limited supply of power for the 


ship’s systems. Knowing what bank of phasers you have 


powered and which side of the ship you have the most 


shield strength for can determine the tactics you select, 


the movements that you make, and the energy reserves that 


you may have to tap to power systems or make the necessary 


repairs. 


Energy Indicator 


Despite the fact that all of the 
bars representing power are 
the same physical length on 
the screen, they each have 
their own corresponding 
power levels. If the bars were 
done proportionally, some— 
like the anti-matter reactor— 
would be almost two feet in 
length, compared to some of 
the others like the phasers! 
Thus, it is important to main- 
tain a view on the Energy 
Indicator window on the lower 
left portion of the screen 
when you are setting power 
allocation levels. This will 
help you determine how much 
power you are really putting 
out from system to system. 
Each time the cursor moves 
onto a different system, it dis- 
plays the output levels accord- 
ingly for that system. 
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Power Allocation 


This section will explain how to: 


® Adjust and monitor the Enterprise’s power 
generation levels. 


® Allocate power to systems and weaponry. 


® Adjust power for repairing battle damage. 


These primary functions determine how energy is created 
and used on the ship. It is important to note that when you 
are entering a tactical situation, all of the Engineering func- 
tions can be delegated to Geordi LaForge if you do not wish 
to manage the intricacies of the Engine Room. 


Monitoring Current Power 


Why monitor current power? Simply put, the Enterprise 
cannot enter battle if her power levels are not properly set. 
There is a finite amount of power that the ship can gener- 
ate, and if you power up all of the weapons systems (for 
example) you will not have enough power to maintain full 
shields or move at full speed. 


To monitor the current power levels of the ship you must 
watch the Total Power Graph. There are three elements to 
this graph. On the far left of the graph is a blue bar which 
represents the total amount of ship’s power that you have 
requested to allocate to the various systems in the ship. 


The middle red bar represents the reserve (also known as 
auxiliary power) that is currently stored. Power is stored in 
the EPS (Electroplasma System), which essentially acts as a 
large battery for controlling shipboard operations. The last 
bar on the graph is the green bar on the far right of the 
Total Power Graphic. This represents the amount of power 
that you have currently allocated to systems. 


Interpreting these bars is relatively simple. The blue and 
green bar (Power Requested and Power Allocated) have a 
direct relationship. As you tap stored power, the blue bar 
will lower and the green bar will rise. Likewise, if you cut 
power to a bank of phasers, the green bar will lower and the 
blue bar will rise. 


Adjusting (Generating) Power 


Power comes from essentially three sources on the ship. The 
first is the Matter/Anti-Matter Reactor which is designed to 
provide power primarily to the ship’s warp drives. The 
Fusion Reactors are used to generate energy for the internal 
ship’s systems. Another potential source of power is the EPS 
power grid. This system does not generate power on its 
own—rather, it’s a large battery system that you can tap for 


additional power. 
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To set the power output for the reactors, you simply click 
and drag on the dark blue bar. Moving it to the right sets 
the power output for the reactor. The bright yellow light 
indicates the current output of the reactor. When that light 
matches the length of the blue bars, you are producing all of 
the power you have requested from that reactor. 


Under the power controls is a two color bar—green on the 
left and red on the right. This area indicates the operating 
limits of the reactor. When you set the output level (blue 
bar) parallel to a green portion of this control, you are oper- 
ating the reactor within the prescribed Starfleet Technical 
requirements. However, when you pull the blue bar all the 
way to the right, into the control area marked red, you are 
pushing the performance of the reactor beyond what it was 
designed for. This represents LaForge and the rest of the 


Engineering crew bypassing and routing systems—tweaking 
the reactors for every bit of performance that they can get. 


(In other words, fulfilling the Starfleet requirement of a 
Chief Engineer to be a “Miracle Worker”). 


“Captain, I can’t hold this speed for more than two minutes...” 
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So why not just set the power levels all the way to the far right if 
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LaForge and the others can give me the extra power I need? You 
can “red-line” the reactors for only a short period of time 
before more of the green bar begins to turn red. Do it too 
long, and you risk temporary damage to the reactors and the 
inability of the ship to engage her warp drive—not to men- 
tion the wrath of a certain Starfleet Captain! 
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The EPS Power Grid 


“engage auxiliary power!” 


The role of the EPS power grid is, for all intents and purpos- 
es, a large battery system. Power that is diverted to the EPS 
power grid can be tapped for other systems’ use when your 
needs are greater than what the reactors can put out. Often- 
times the demands of a combat situation call for you to draw 
considerably larger amounts of energy than during normal 
ship operations. Even the incredible reactors of this Galaxy 
Class starship cannot meet all of the needs of the ship’s 
offensive and defensive systems. Having a reserve of power 
in the EPS system can often mean the difference between 
having shields and commanding the largest naked target in 


space. 


How much power should I divert to the EPS system? At the 
start of a tactical situation, if you are outnumbered and 
outgunned, divert a small amount of excess power to the 
system—less than 25% of its capacity. However, if you are 
taking on a single ship in a one-on-one slugfest, you can 
afford to divert as much as 50% of the system capacity to 
storing power. 


The rule of thumb is to take a look at your total power 
requirements, and divert all remaining output to the EPS 
system for later use. 


Powering Systems 


“diverting power to shields now!” 


Each one of the major systems you can access from 
Engineering (Weapons, Sensors, Shields, Other), has power 
levels that you can set. These all play critical roles in tacti- 
cal situations, so diverting power to them for combat or for 
repair is key to playing the tactical simulation in A Final 
Unity. 


Each system in the game that you can allocate power to has 
two bars. One blue bar is used to allocate power. The other 
bar (on the left) is the repair bar. Each of these bars has a 
parallel yellow energy bar that shows the actual energy that 
is in the system. When the two bars are the same length 
(both blue and yellow), you have all of the power that you 
have requested allocated to that particular system. 


When a system is damaged it must be repaired. As combat 
progresses, you will want to monitor your damage and allo- 
cate power accordingly to keep systems on line. Your reac- 
tors, weapons, and shields are key in this. Without these 
systems, your odds at victory are slim. 


Weaponry 


“'..load aft photon torpedoes, set for maximum spread and wait 
for my order...” 


Ere ne tee er 
; 


nt al) AE ic SR A Nt E E E SRE lai BPR Ia, 
i 


POWERING SYSTEMS 


“i 


SNS IER E E EON MER RRER e iin 


z1 


CHAPTER 2: TACTICAL AND ENGINEERING SYSTEMS 


There are two classes of weapons systems—phasers and pho- 
ton torpedoes. The phasers are the primary weapons of the 
ship. Power is allocated to this system as indicated above in 
power allocation. The key to providing power to the phasers 
is to power the right phasers based on the tactics that you 
are using and the position of the opposing vessel. For exam- 
ple, if you power your aft phasers and the enemy is in front 
of you, the power you are channeling to that weapon is 


essentially wasted. 
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z SPEED 0 

Forward 100 7 

Aft 100 % 

Port 100 Z 
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The photon torpedoes are different. The power you allocate 
to these systems determines the number of torpedoes that 
you can fire from that bank per salvo. 
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So all I do is allocate power to the phasers and fire, right? In 
Engineering, you are only allocating power to the phasers. 
This process is setting the amount of power that is available 
for the Tactical Officer to use when phasers are fired. From 
the Tactical controls, you will actually determine how much 
of this available power is used when firing the phasers. 


Shields 


“shields are at 20% and holding, Captain!” 


Shields, like weapons systems, need to be powered based on 
where the enemy is located and where you are moving to. 
The key difference is that shields reduce the damage to your 
systems, so it is wise to have some power—even a small 
degree—allocated to all of your shield profiles. Combat 


POWERING SYSTEMS 


73 


Pere enn 


CHAPTER 2: TACTICAL AND ENGINEERING SYSTEMS 
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happens quickly, and if you leave one side of the Enterprise 
with no shields, you may suddenly find your enemies pound- 
ing that side. Key systems can be easily damaged and you 
will find that it is hard to recover from such a devastating 


assault. 
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The shield positions are divided into four areas on the 
saucer section—two for the warp drive nacelles, one for the 


engineering hull, and one for the lateral nacelles’ supports. 


2 AC AL a Ve WV i I SPLIT 


PHASERS | BOTH §§ TORPEDOES 
rae eens) 


PHASERS EN Offensive Maneuvers 
TORPEDOES Close on target 


Shadow Maneuver 
BRIDGE 
TACTICS | ENGINEERING 
S SENSORS | ochrane aneuver 


Sensors 


“sensors indicate that the vessel is moving away at warp five...” 


The long and short range sensors utilize power just like any 
other system on the ship. Even more important is the role 
that they play in combat. Sensors provide information to 
the Tactical station as to the status and location of the 
enemy ship(s). 


When the sensors are damaged, you will not be able to 
access information on an enemy ship on the Sensors display. 
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Other 


“life support is failing, sir...” 


There are three elements that make up the final 
Engineering display—life support, tractor beams, and the 
computer cores. Failure of life support can prove fatal to the 
crew of the ship. Damage done to the computer cores can 
result in systems failures and shutdowns. 


ou l Tractor Beams 
Life Support | 


Computer Cores 


Engineering 
Port reo. 


Starboard 


[ SYSTEM NAME “Port computen come | 
| 


The tractor beams consume considerable amounts of 
power and, for game purposes, do not serve a direct 
purpose. Even so, power can be channeled to these if 
you want to bank up power above and beyond what the 
EPS system will hold. You can always reduce their 
power needs to nothing, thus diverting that excess 
power for use with other systems. 


Tactical 


Game Controls 


From the Tactical Systems screen, you have access to a wide 


range of controls over the power and repair of the Enterprise. 


These controls are broken down as follows: 
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Bridge/Hail Button If the ship is engaged in bat- 
tle, this button is—in 
essence—the Tactical Officer 
attempting to hail the oppos- 
ing ship (the vessel currently 
targeted). When the tactical 
combat system is not engaged 
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a (or the ship is not at Red 
g Alert), this button takes the 
player to the bridge view of 
the ship. 


Engineering This button allows you to 
toggle to the Engineering 
Control screen. 


Phasers This button provides you 
control over the power distri- 
bution to the ship’s phasers. 


Torpedoes This button allows you to 
set the photon torpedo firing 
spread pattern and load 


status. 


Sensors This control button allows 
you to scan the current tar- 
geted enemy vessel to check 
its current damage level. 


Conn Allows you to raise the ship’s 
shields, set the alert status of 
the ship, activate the self 
destruct mechanism, and/or 
delegate tactical control to 
Worf—if you so desire. 


Tactics From this screen, you can 
load predefined offensive and 
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Damage 


Battle Window 


defensive tactical programs 
that guide the Enterprise into 
battle without the need for 
manual piloting. 


This screen tells you the 
amount of damage that the 
Enterprise has taken thus far 
in battle. 


This display in the upper 
right corner of the screen 
allows you to view the 
progress of the battle. There 
are two control buttons for 
this system. 


The Full View allows you to 
fill the entire tactical display 
with the combat view. 

(To switch back, you must 
use the Split button that 
appears when the Full View 
is activated.) 


The other control surface is 
the View button. This allows 
you to scroll through eight 
predefined combat perspec- 
tives. These are as follows: 
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® A top-down view of the entire combat. 

® A top-down view of the Enterprise. 

® A view from the current target ship of the Enterprise. 
® A view of the current target ship from the Enterprise. 
® A left view of the Enterprise. 

® A right view of the Enterprise. 


A A damage perspective view of the Enterprise (rotating 
view to show current damage done to the ship’s 


exterior). 


Te CSN 


PHASERS ALERT STATUS: 


TORPEDOES = a 
DAMAGE |p 
a I) m 


TACTICS 


T SENSORS I 


Phaser Firing Button This button fires all operative 
phaser banks that are powered 
and facing a target ship. The 
buttons under the Firing but- 
ton indicate the status of the 


Photon Torpedo 
Firing Button 


phaser banks on the 
Enterprise. The phaser bank 
lights show the dorsal, ven- 
tral, forward, aft, port, and 
starboard phasers. A bright 
blue light means that the 
weapon is ready and is able to 
fire on a target. A solid, dark 
blue light means that the 
weapon is working but not 
able to hit the target because 
it is not facing it. A red light 
indicates that the phaser 
bank is damaged and unable 
to fire altogether. 


This button, under the Battle 
Window, fires all torpedo 
tubes that can currently hit a 
target ship. There are two 
buttons under the firing but- 
ton; these indicate the for- 
ward and aft torpedo banks. 
A bright blue light means 
that the weapon is ready and 
able to fire on a target. A 
solid, dark blue light means 
that the weapon is working 
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Fire Both Button 


Combat Display 


but not able to hit the target 
because it is not facing it. A 
red light indicates that the 
torpedo bank is damaged and 
unable to fire altogether. 


Also known as the “Fire All 
Weapons” button, this con- 
trol allows you to fire all 
available phasers and photon 
torpedoes. 


The Combat Display provides 
you with a three-dimensional 
view of the battle scene—in 
full motion. The Enterprise is 
displayed in light blue—all 
other ships are shown in an 
array of colors for easy identi- 


fication (see next page). 
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® Starbase/Gray 

® Chodak Ship (Combat)/Yellow 

® Chodak Probe/Orange 

® Bird of Prey/Red 

A Ferengi Marauder/Reddish-Orange 

® Romulan Warbird/Green 

® Garidian Warbird/Light Green 

® Garidian Scout Ship/Tan 

This display has a Zoom control. Zooming out allows you to 
see vessels that are further away, zooming in shows only 


what is close to the ship. There are five different levels of 
zooming that are provided in the game. 
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Phaser Controls 


“’..phasers locked on target, sir...” 


Each of the ship’s phasers has its own control system. A 
solid blue bar for each one represents the amount of power 
currently available (via Engineering Power Allocation) for 
that weapon. 


You can adjust the strength of the phaser shot by clicking 
on the light blue bar—selecting the level you want the 
power to be at. 
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Once phasers are fired in combat, the energy is exhausted 
and slowly recharges via Engineering. Obviously, for phasers 
to be fired, the target ship must be facing the side of the 
Enterprise where the phaser is located. Damaged phaser 


systems cannot fire. 


Photon Torpedoes 
“arm photon torpedoes. Firing pattern Sierra...” 


Each torpedo tube holds up to ten torpedoes—these levels 
are set in Engineering. The role of the Tactical Officer in 
terms of these weapons is two-fold. First, the Tactical Offi- 
cer determines how many of the available photon torpedoes 
will be fired. This is done by clicking on the torpedoes— 
highlighting them light blue. 
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The second role in firing photon torpedoes is setting the 


spread pattern. This specifies the dispersal intervals of the 
photon torpedoes. Like phasers, you cannot fire torpedoes at a 
target that the tube is not pointing at. However, increasing 
the spread of the photon torpedoes allows a tube to cover a 
wider area of fire. The rule of thumb to follow with this is that the 
wider the spread, the greater the probability of hitting the enemy 
ship—though doing less damage. 
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Damage 
“they re carving us up like a Christmas goose...” 


The damage display provides the same tactical view of the 
Enterprise that is shown in Engineering. Undamaged systems 
are shown in green on the overview. Red indicates that a 
system is totally disabled due to combat damage. 
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When do I use this? Periodically during combat you should 
check the damage display to determine what systems have 
been hit. Next, toggle quickly over to Engineering to allo- 
cate power to repair key systems that have been damaged. 


The damage display also provides other useful information in 
combat. It can tell you the current range between the pre- 
sent target ship and the Enterprise. It shows the current 
heading that the ship is presently facing in degrees. 


The relative closure rate between the current target ship 
and the Enterprise is also displayed. This number represents 
how quickly the ships are closing. 


Conn 


The Conn controls allow a wide range of functionality for a 
Tactical Officer. Each one of these is outlined below: 
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Delegate On/Off This control is used to deter- 
mine the degree to which you 
want control of tactical oper- 
ations, or allow Worf to con- 


trol taking the Enterprise into 
battle. When the Delegate 
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Raise Shields 


Weapons Lock 


Self Destruct 


control is set to “On,” Worf 
controls all aspects of tactical 
combat. When the Delegate 
control is set to “Off,” you as 
the player are assuming the 
control of these systems. 


When this is toggled, energy 

is diverted automatically to 
the ship’s shields—if that 
power is available. If combat 
unfolds quickly, this button is 
a quick way to protect the ship 
until you can take the time to 


manually allocate power. 


This button allocates power to 
the weapons that are able to 
hit the current target—fully 
charging them if the power is 
available. A weapons lock 
threatens the enemy. With a 
weapons lock, if your sensors 
are higher than his shields 
you'll be able to shoot him. 


This button activates a timer 
and sends out a subspace 
warning that the ship is on a 


Alert Status 


countdown to self-destruction. 
Don’t use it unless you truly 
wish to blow your ship to 
atoms! 


The full spectrum of alert sta- 
tus’s are provided and can be 
activated from this screen. 
Green status means that 
power is not allocated to the 
weapons or shields systems. 
Clicking on a Yellow Alert 
diverts power to the EPS 
system, providing limited 
power to the shields and 
weapons. 


Red Alert sounds the all-too-familiar klaxon and diverts all 


available power to the shields and the weapons systems. In a 


combat situation, this is a fast and easy way to get the ship into 
battle in the best possible fighting stance. 


Tactics 


“Execute evasive pattern Riker Alpha...” 


A wide range of offensive and defensive maneuvers have 


been preprogrammed into the Enterprise’s computer system 
which can be used by the Tactical Officer, rather than 
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manually piloting the ship. Simply select the type of tactic 
you wish to deploy. These can save the Tactical Officer time 
and effort when the ship is engaged in battle. 


Sensors 


“The Romulans are powering up their disruptors...” 


The sensors show you the status of the current target vessel. 
When the enemy ship is damaged the crippled areas are dis- 
played in red. Shields are shown by the arcs displayed out- 
side the image of the target ship—green being shields that 
are intact, red being those that have been damaged. 


Like the Damage screen, the Sensors also provide you the 
current range between the present target ship and the 
Enterprise. It shows the current heading in degrees that the 
ship is presently facing and the relative closure rate between 
the current target ship and the Enterprise. 


Manual Movement 


For those of you who wish to pilot the Enterprise in battle, 
the tactical system allows for manual movement of the ship 
using your numeric keyboard. It is important to remember 
that you are not piloting a fighter craft—you are maneuver- 
ing a battle cruiser. The Enterprise, while being the pinnacle 
of Federation ship technology, is not a craft designed for 
wild flights, barrel rolls, Immelman turns, or other flashy 
maneuvers. 


The following are the numeric key controls for the ship: 
Key — Movement sis 
Yaw left 

Yaw right 

Roll left 

Roll right 


Pitch down 


we CO ` A O N 


Pitch up 
Key Speed 
+ Increase speed 


- Reduce speed 


Enter Full stop 

Key  — Weapos — č  —ć —ć —ć 
/ Fire phasers 

. Fire torpedoes 

Key ———s ZOOM —(ss—“—s—‘“‘“‘C:;CsS 
1 Magnify 

3 Reduce 

Key Screen Controls —ăć —ć —ć | 
0 Toggle between Full and Split Screen 


Change Views 


MANUAL MOVEMENT 
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CHAPTER 2: TACTICAL AND ENGINEERING SYSTEMS 


Combat Techniques 


The following is a macro view of what is involved in taking 
the Enterprise into combat. Every tactical situation is fluid 

and ever changing; however, there are several elements and 
aspects that are common at the start or throughout combat. 


Selecting a Target 


You can toggle through the range of available targets by using 
the Tab key. When you press it, the current target will be dis- 
played in the middle of the Combat Display, identified by the 
current color and by going to the Sensors screen for addition- 
al information. 


When do I do this? As soon as you have shields up and/or 
have sounded Red Alert, you should hit the Tab key to acti- 
vate weapons onto the intended target. You can use the 
Weapons Lock function if you wish to make sure that you 
bring all of your available firepower to bear on the ship. 


Set Power Levels to Weapons 


The position of the phasers is such that you have coverage 
over a wide range of direction when firing. But since these 
take power, it is important to make sure that you divert power 
to those that are most likely to be used against the enemy— 
that is the forward systems. 


The USS Enterprise carries 279 photon torpedoes on board at 
the start of the mission and these can be replenished through- 
out the game at Starbases. While on the surface, setting the 


spread pattern does not seem to have a major impact on com- 
bat. However, by widening the torpedo spread pattern you 
have a better chance of the torpedoes being able to fire at an 
intended target. The downside of widening the pattern is that 
it can take longer for photon torpedoes to finally hit their 
target. 


Fire! 


Why fire a single weapon when I can hit the Both button and fire 
everything? Starship combat is never that easy—if it was, the 
Enterprise would always be able to win in a fight and that is 
not always the case. When you fire all of your available 
weapons (using the Both button), you pack a considerable 
punch in terms of damage. However, if all of the weapons are 
not bearing on a target, or the target has full shields, it may 
survive the assault. And while you are waiting for your 
phasers to recharge and your torpedo tubes to reload, your 
enemy can be whittling away at your own shields. 


The standard Starfleet tactical doctrine calis for 
initial attacks to be made by phasers. These 
impact the shields of the target and weaken 
them dramatically. When these are sufficiently 
weakened, Starfleet recommends that you 
switch to photon torpedos. Photon torpedos do 
more damage once shields have been penetrat- 
ed and have deeper penetration. 
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COMBAT TECHNIQUES 
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HINTS 


If you can’t get past a section of the game but want to 
play on without having the solution handed to you, 
maybe all that you really need is a hint. That’s where 
this part of the book comes in. This section provides 
advice for every major encounter in the game. Where 
appropriate, suggested episodes of Star Trek: The Next 
Generation are presented to assist those players who 
wish to rely on their familiarity with the series to 


“beat the game.” 


Warning 


Don’t read ahead if you want to 
Solve this game without hints. 
You'll find out more than you want 
to knowl 
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| If more than one hint is listed, you 


may not want to read them alll 
The more hints you read, the easi- 
er the solution will be. 


Captain Pentara and 
the Garidian Warbird 


In this section of the game you'll be dealing with a Garidian 
starship that has crossed the Romulan Neutral Zone, pursuing a 
smaller Garidian scout ship. You will have to deal with this 
ship, avoiding, if possible, an all-out battle. 


Successful Resolution 


You will have successfully completed this encounter when you 
have the Garidian refugees aboard your ship and Captain 
Pentara and the Garidian Warbird leave the vicinity. 


Hints 


A The Garidians are proud Warriors. You can bluff them, but 
idle threats you can’t hope to follow up on will not only be 
out of character, they won’t work. 


® Some of the options open to you will require risks. Taking 
risks is part of commanding a starship. 


Related Episodes 
The Neutral Zone 
The Defector 
Redemption Part II 
Unification Part II 
Face of the Enemy 
The Ensigns of Command 
Data’s Day 


Speaking with the 
Garidian Refugees 


You need to speak with the Garidians to learn why they are 
fleeing Garid and why Pentara and her ship are after them. 


Successful Resolution 


You will agree to track down the Vulcan scientist Shanok on 


Horst III. 


Hints 


® The key to this series of conversations is that this is an inter- 


esting quest. 
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Related Episodes 
The High Ground 
Symbiosis 


Force of Nature 


Mertens Orbital 
Research Station 


The Enterprise is sent to the Mertens Orbital Research Station 
because it has been attacked by an unseen enemy. The station has 
been badly damaged and is losing life support. Its energy core will 
soon breach its containment, and if that happens, this research 
center will explode, killing hundreds on board and millions more 
on the planet below. 


Successful Resolution 


Either jettison the reactor core or repair the damage. And you’d 
better restore life support. 


Hints 


® Time is critical on this mission. Life support takes priority 
over the reactor core. 


® Pay attention to the survivors. Get the right people to talk to 
them and they can solve half of your problems for you. Make 
sure you match up the right people to the right survivors in 
terms of their professions and skills. 


A Remember that transporters are useful for more than just 
beaming over to a ship or station. 


A When you see tools, pick them up. You never know for sure 
when you're going to need them. 


A Conversations are not over until you say they’re over. 
Persistence with some of the people you meet will pay off in 


the end. 


A When you see the alien probe and can tell that it’s blocking 
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your path, make use of the power and control panels that you 
can get to. Perhaps you can move it by taking away the power 
that it is tapping. 


® Avoid diversions and the opportunity to leave the station 
before your job is done. This is a sure-fire way to get the brass 
at Starfleet up in arms about your performance. 


Related Episodes 


Heart of Glory 
Cause and Effect 
Timescape 

Tin Man 


A Matter of Perspectives 


@ Meeting With Shanok 


100 


In order to fulfill the request of the Garidian refugees, you must 
take them to Horst III and have a discussion with the famous 
Vulcan archaeologist Shanok, who is working on a dig there. 


Successful Resolution 


Shanok will provide you with detailed information on The 
Lawgiver, The Followers, and will also provide some insights on 


the Chodak Empire. 


Hints 


@® While this is a simple conversation encounter, take note of the 
references to the Chodak. Horst HI will play a key role in your 
missions later on in the game and you will be returning there. 
You'll know when the time is right, as long as you remember 
the references to the Chodak given during this mission here. 


Mission to Morassia— 
The Search for 
The Lost Lamb 


Admiral Redderick has asked you to look into the disappearance of 
Dr. Vi Hyunh-Foertsch, who vanished on the planet Morassia. 
Morassia is in the middle of its application for admission to the 
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Federation. The planet’s multiple-biotope preserve is filled with a wide 
range of endangered species and plant life from throughout the region. 


Dr. Hyunh-Foertsch may simply be on an extended field trip. 
However, the lack of interest on the part of the local authorities is 
enough to permit the Enterprise to investigate her disappearance. 


Successful Resolution 


There are two criteria for successfully fulfilling this mission: 
1. Locating Dr. Hyunh-Foertsch. 


2. The capture of a renegade reptile that feeds off of biological 
neural energy. 


Hints 


@® The Morassians only respect females or neutral (i.e. Data or Worf) 
males. 


® Some of the people you have access to do not have information 
that can help you. Concentrate your time on those Morassians 
that are mentioned by those that you have already spoken with. 


® This investigation requires more than just idle conversation. 
You'll need to conduct a search of the biotopes. This can only be 
accomplished using the field units in the lab. 


® There are several things happening at once that seem non- 
related. Animals are mistagged. The wrong animals are being 
delivered by the Ferengi Aramut. Something is interrupting the 
Preserve’s power system and draining the electrical neural energy 
of the animals and the Watchers. All of these events are related 
however, and the key to solving this mystery is the person 
common to all of this. 
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® You will need to speak to the Constable several times. If you 
get stuck, you may wish to return to talk to her. 


A The person with the biggest ego may be the person with the 
most to hide. 


Related Episodes 
Aquiel 
Darmok 


Suspicions 


Pursuit of The Ferengi 
Trader 


Aramut’s flight from Morassia with his accomplice is a good indi- 
cation of his guilt. 


Successful Resolution 


You must get Aramut to surrender your suspect from Morassia and 
give you the location where he found the animals that he sold to 
The Preserve. 


Hints 


® Ferengi are businessmen. Treat them accordingly. 


A Threats work, even if they are veiled. Remember that 
Ferengi merchants travel not just in the Federation. 


Related Episodes 
The Perfect Mate 
Unification II 
The Last Outpost 
The Battle 
Bloodlines 
Menage A Troi 
The Price 


Frigis—The Words of the 
Lawgiver 


The Ferengi Aramut has told you where the animals came from— 
where The Followers must have settled. Now you must go there in 
hopes of finding and recovering the Fifth Scroll. Doing so will ful- 
fill your commitment to the Garidian refugees. 


Successful Resolution 


The reason you brought the Enterprise to Frigis was to recover the 
original copy of the Fifth Scroll of the Lawgiver. Only regaining 
the original copy can fulfill your mission objectives. 


Hints 


A When the Chanters sing, pay attention to the titles of the songs. 


® Each of the sect leaders will give you hints about what they 
desire. 
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You will need to talk to Laraq twice: once when you arrive, 
the second time when you can’t speak the local language. 


At the Door of Enlightenment, pick the least obvious answer. 
Refer again to the Chanters’ song titles. 


When you speak to Chancellor Laraq you will know that the 
conversation is over when he disappears. 


Freeing Aelont may seem nonessential to the mission, but he 


has keys that you will need. 


The Seekers have the physical pieces to the puzzle, the 
Chanters have the clues, and the doorway is guarded by the 
Questers of Inner Strength. 


You will need to visit some of the pyramids more than once in 
order to solve their mystery. 


The puzzle room’s key is using the orchestrions and the 


devices you recover. 


Once you solve the puzzle room’s path and end up at the far 
side, don’t guess at which oval gem to use. If you pick the 
wrong one, the Fifth Scroll will be lost forever. 


Keep track of what happens in the puzzle room. Don’t just 
mark what disappears, but more importantly, keep track of 
what does not. The floor that does not disappear is what 
allows you to move from one place to another. 


You will need to get all of the artifacts from the puzzle room 
before you open the door beyond. 


Related Episodes 
The Chase 
Unification I and II 
The Masterpiece Society 
Who Watches the Watchers? 
Up the Long Ladder 
The Gambit Parts I and I] 


The Romulan Invasion 


The Romulans have refitted some of their Warbirds so that they fly 
nearly twice as fast. They have swarmed across the Neutral Zone 
and are driving into the Federation. In Starfleet Command’s own 
words, “...a state of war exists...”. 


During the invasion the Enterprise will have several different tacti- 
cal shipboard combat encounters with the Romulans. This will 
force you to deal with the military aspects of commanding a star- 
ship. You will face the Romulans on three different occasions, and 
in each one of them you can fight or flee...the choice is yours. 


Successful Resolution 


You must deal with the Romulans without losing the Enterprise in 
battle. 


Hints 


A If the ship is damaged, go to Astrogation and filter out every- 
thing but the Starbases. Head for a Starbase and get repaired. 
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@® Don’t be fooled by the odds. Remember what Aramut told 


you about the effect of the refitting on the Romulan weapons 
systems. 


Æ Cloaking will not play a role in any of the battles you will 


have. 


Related Episodes 


The Arsenal of Freedom 

The Neutral Zone 

Peak Performance 

The Enemy 

The Defector 

The Best of Both Worlds Parts I and II 
Unification Parts I and I 

The Mind’s Eye 

Redemption Parts | and II 
Conundrum 

Chain of Command Parts I and II 
Face of the Enemy 


Timescape 


Return to Horst Ill—The 
Search for the Chodak 


After the Romulan fleet blasts across the Neutral Zone border, all 
leads will point to some link with the Chodak. You’ve already 
been to an archaeological site digging up the remains of a Chodak 
outpost, led by the Vulcan scholar Shanok. 


In this mission you will have to return to Horst II and hopefully 
learn more information regarding the mysterious Chodak and the 
possible links to the Romulan invasion. 


Successful Resolution 


You will need to find the hidden Chodak observatory and success- 
fully record (via the tricorder) all of the information regarding it 
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for later analysis. 


Hints 


A Sometimes you need to make your own doors where they 
aren’t obvious. 


A Use the rod first, then the programmer on the rod. 


A Don’t overlook anything. Use the Tricorder everywhere you 
can. Missing one spot can spell failure. 


Related Episodes 


Gambit Parts I and II 107 
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Allanor 


Thanks to the information gathered thus far, the crew of the 
Enterprise has located the former administrative hub of the long 
dead Chodak Empire. If there is any place that might have infor- 
mation on the Unity Device, it is most likely this planet. 


At first it appears that the Romulans may have beaten you. This 
old and decayed facility is run by automatons and is in total disre- 
pair. Then things change when actual Chodak turn up! And more 
importantly, the Unity Device is not a myth but a reality. The 
Romulans, Chodak, and Garidians are all making a grab to seize it 
and the ultimate power it possesses. 


Successful Resolution 


You must locate a map showing where the Unity Device will reappear 
and learn all you can about the device in order to proceed. 


When all else fails, take what you need and move quickly. 


Never surrender your phasers in a complex run by automated 
drones. Sometimes fleeing is better than fighting. 


This facility is shut off and so is the power. In order to proceed 
you will need to turn everything on—for the time being anyway. 


Pick up things that seem senseless. Sometimes tools need to be 
improvised out of what appears to be nothing more than debris. 


A 
A 
® Scan doorways before opening them. 
A 
A 
A 


Scan the drones with your tricorder, sometimes many times. It 
will pay off if you are persistent. 
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Opening the large door in the complex is a matter of tricking a 
motion detector. You need to know how to deactivate a drone and 
how to trick the door to stay open in order to succeed. 


Beware of floor plates that seem out of place or look different from 
the rest. 


Firing phasers at capacitors should only be done when the capaci- 
tor is nearly out of power. 


Draining capacitors is a matter of time and patience. Let the 
drones do the job for you. 


Think of the capacitor as a battery. 


Firing at the Chodak will not get you the information that you 
want—no matter how much they deserve it. 


When you first meet the Chodak, don’t be totally open with 
them. This is not a typical First Contact mission. The 
Federation has been invaded by at least two governments. 
Sometimes it is better to conceal a truth rather than risk over- 
playing your hand. 


Losing the isolinear rod early on is too great a risk to take. 


When you access Chodak computer terminals, make use of your 
tricorder to capture the information as it appears. If you see any- 
thing mentioning the Unity Device, perform this action quickly 
lest you miss your chance altogether. 


If an isolinear rod is stuck, think about lock-picking and that 
tiny hole near the rod port. The rest will come easily. 


Related Episodes 


The Last Outpost 
First Contact 
The Chase 
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The Pulsar 


If you fail to get the coordinates for the Unity Device from 
Allanor, the Pulsar is your only hope. If you remember from your 
Away Team mission to Horst III, the Chodak used a nearby pulsar 
for time/space measurements. This same pulsar might be your key 
to the Unity Device. 


Successful Resolution 


The Enterprise learns the coordinates of the Unity Device and lays 
a course to find it. 


Hints 


® You have a resourceful crew. Maybe it’s time to ask them for 
input. 


The Unity Device 


Locating the Unity Device is easy. However, once it is located, 
another problem comes up. The Chodak and Garidians are pre- 
sent. Who will take control of this all-powerful device? What is 
the best course of action? And, more importantly, who can be 
trusted? 


Successful Resolution 


The Unity Device falls into no one government’s hands but instead is 
entrusted to the one place where there is a hope for its use...the 
future. 


Hints 


A 
A 


A 


A 
A 
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Don’t be shocked when Picard is left alone. 


Alliance with Pentara is required first. Getting Admiral 
Brodnack to cooperate will require teamwork and persis- 
tence. 


Things are not always what they appear to be. When you 
are visited by images, listen to their words and weigh them 
against what you are attempting to do. 


During the Chodak test, work with Pentara and be patient. 


Chodak equipment is always worth looking over. Don’t 
overlook any piece of a device or you may miss a clue in 
shutting it off. 


When overcoming the forcefield emitter, remember the test 
itself. Two halves are better than one. 


Don’t give in to the temptation of betraying your allies. 


Remember that this is a series of tests and tests can come in 
a number of forms. 


Proceed as you know Picard would—act for the good of all. 


Related Episodes 


Allegiance 

Future Imperfect 
Qpid 

A Matter of Time 
Gambit Parts I and II 
The Chase 
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WALK IT ANOU 


This section is designed for those players who are looking 
for a comprehensive description of Star Trek: The Next 
Generation—A Final Unity from beginning to end. It deals 
specifically with providing the proper solution to each 


conversation and encounter in a narrative form. 


Where appropriate it provides alternative solutions to spe- 
cific mission issues. It is important to point out that any 
game as detailed and complex as A Final Unity allows for 
players to take off on an unlimited number of variations 
and alternative courses of decision. As such, the material 
as presented here is the “official” solution to the game, in 
the most direct and preferred order possible. 


On Away Team missions the key words (Walk to, Look at, 
Talk to, and Use) follow any specific actions that are 
required. Example: Use the tricorder on the device would 
indicate that you are to use the Tricorder tool on the 
device indicated on the screen. 


This solution does not cover every possible action that can 
be performed in the game, simply those that are recom- 
mended, in the order they must be performed. That does 
not mean that as a player you cannot perform a variety of 
other actions on a given screen. Instead, these are the key 
points that are required for game flow. 


Text that appears in italics presents different options 
and/or solutions or directions that the crew can undertake 
in the game. 
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CHAPTER 4: WALKTHROUGH 


How To Use the 
Walkthrough 


Each element of the mission is broken down into two parts. 
The first is the summary. This section provides the reader 
with an encapsulated view of what makes up this encounter, 
part of the Away Team mission, conflict, etc. The opening 
location always describes where the encounter takes place 
(for example, Bridge, planet name, etc.). From this the 
players should understand the issues involved with the 
encounter, as well as what a favorable resolution/solution 
entails. 


The second portion of each encounter is the action section. 
The process provides the steps needed to resolve the 
encounter, as well as any major alternatives that may exist. 
This is particularly useful in learning how to resolve an issue. 


Captain Pentara and 
the Garidian Warbird 


Location: Bridge 
Mission 


A Garidian scout ship has crossed the Romulan Neutral 
Zone. Its passengers ask for asylum in the Federation. 


Suddenly a Garidian Warbird decloaks and locks a tractor 
beam on the small scout ship. The Warbird’s Captain warns 


ss oli i 
you that this is an internal Garidian matter. 


You have an opposing view. Both ships have crossed the 

Neutral Zone and are in Federation space. Plus, now that 
the refugees have requested asylum, you have an obligation 
to fulfill that request. 


To do this, you have to get those refugees aboard the 
Enterprise. And, in the process, get the Garidian Captain to 
back down and leave your side of the Neutral Zone. 
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CAPTAIN PENTARA AND THE GARIDIAN WARBIRD 


Action 


There are three approaches that can be undertaken to 
resolve the situation. The first is to simply do nothing. If Wa 
you ignore your responsibilities as an officer of Starfleet or 


16 


CHAPTER 4: WALKTHROUGH 


are intimidated by Captain Pentara, the unstable warp core 
in the scout ship will start to collapse. The Warbird will 
attempt to get away with the ship in tow, but it will 
explode. Your well-trained crew will beam the refugees 
aboard the Enterprise at the last possible minute, ushering 
them into your Conference Lounge. 


Second, you can talk to Commander Riker for his options. 
His solution is a warning shot across their bow. This is 
viable; however, it is only going to force a verbal showdown 
with the Garidian Captain. If you press matters too hard 
afterwards, you can end up in a shooting match with 
Pentara. Remember that the Garidians got their Warbird 
from the Romulans. 


Third, ask Mr. Data for his opinion. Rather than a warning 
shot, he will recommend that you use the Enterprise to block 
the tractor beam long enough to beam the refugees aboard. 
This is a non-violent approach and one that is safe given 
that they are on your side of the Neutral Zone. Out of all of 
the three “safe” approaches, this is the best solution. 


Once you have used Riker’s or Data’s options, you will still 
have to deal with Captain Pentara of the Warbird. You can 
use Picard’s diplomatic skills to try and negotiate your way 
out of the situation. This is the best approach. It is impor- 
tant when discussing this with Captain Pentara of the 
Warbird that you do not threaten her. Deal from where you 
are strongest—the fact that they are on your side of the 
Neutral Zone. Don’t back her into a corner, but give her an 
out, a way to save face. The Garidians are honorable 


warriors—forcing them into a violent confrontation will not 


help anyone, least of all the refugees. 


If you do not provide Captain Pentara with a way to save 
face from the situation, she will lock phasers on the 


Enterprise and you will be taken to the Tactical display. 


Raise your shields quickly, and if you are not delegating con- 
trol to Worf, go to Red Alert. If you engage the Warbird, it 
will take some damage and then cloak. 


The Garidian Refugees 


Location: Conference Lounge 


Mission 


You will need to meet with the three Garidian refugees that 
you beamed aboard from the scout ship. Each of these indi- 
viduals plays a specific role in why they dared to risk their 
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lives when crossing the Neutral Zone and why they are risk- 
ing their lives for the people of Garid. Talking to each of 
them not only reveals a story, but—in essence—starts a 
quest of incredible proportions. 


The refugees tell you that they are searching for a part of a 
Garidian legend, an artifact called the Fifth Scroll. This scroll 
will help set the lower classes of Garid free from the oppression 
that they have been suffering for ages. 


Action 


When speaking with the Garidian refugees, the suggested order 
is T’Bak, Lucana, and Avakar. It is important to ask them each 
of the questions that are presented to you since they each help 
round out some of the characteristics that are going to drive 
much of the game from this point forward. Their conversations 
will tell you what the Fifth Scroll is, why it is important, and 
that they are searching for a Vulcan archaeologist named 
Shanok. The renowned Vulcan scholar has researched the 
Followers, who may hold the secret to the Fifth Scroll. 


The key response that Captain Picard can offer as this part of 
the game is being played is, “This could be an intriguing 
quest...” at the end of his discussion with T’Bak. This will 
allow him to issue orders to Worf to begin to search out 
Shanok. The rest of the conversations can happen afterwards, 
but this conversation is important since it will allow Picard to 
order the ship on a heading necessary to find Shanok, who is 
currently working on a dig on Horst III. You will, most likely, 
be diverted from this quest, but having agreed to undertake 
this now will save you time in the future. 


Mertens Orbital 
Research Station 


Location: Bridge 
Mission 


This is a time-triggered event that occurs near the beginning of 
the game. This one and Diversion #2—Lost Lamb are events that 
the players are going to have to deal with as a part of the game. 


As a player you can actually avoid this encounter, deferring it 
until later in the game, then proceed on to Horst III to meet 
with Shanok. However, this is not the best choice because of 
the threat of loss of life at the orbital station. Obligations to 
Starfleet should take precedence in this matter. It is best to 
divert to the power station and try to save the lives of those 
there and on Cymkoe IV should the labs explode. 


If you do avoid rushing to the station, you will find that 
Starfleet communications will become increasingly terse with 
you. It is worth noting, however, that it is possible to undertake 
either one of the diversions. 


In essence, this crisis is the highest priority that a starship 
captain can deal with. A research station has been attacked. 

It is crippled and may lose its anti-matter core containment— 
resulting in an explosion that could kill or injure millions. This 
will require the skills of a top-notch Starfleet engineer and a 
quick-thinking Away Team. 
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Action 


The energy research facility dubbed Mertens Orbital 
Research Center has fallen under attack by an unknown 
force. Chancellor Daenub will open communications with 
you to ask your help. If the power core of the station loses 
its containment field, there is a risk of a massive explosion. 


The Enterprise is the perfect instrument of rescue. Its med- 
ical facilities are large enough to handle the crew of the 
station itself. More importantly, there is the moral obliga- 
tion that you have as a Starfleet officer, and nothing can be 


more noble than the saving of innocent lives. 


When speaking with Chancellor Daenub, it is important 
that the end of your conversation be concentrated on set- 


ting a quick course to Mertens Orbital Station. 


Captain, you must hurry. The attack has 
destabilized the station's experimental l 
|power core. We don't know how long we i 


| [have until a core breach, but | can tell 
const | 


you the resulting energy release and 
radiation would be catastrophic. R 


Diversion #2— 
Lost Lamb 


Location: Bridge 
Mission 


Admiral Reddreck will contact the ship after several minutes 
with yet another diversion for your crew. Apparently a 
Federation scientist, Dr. Vi Hyunh-Foertsch, has disappeared on 
Morassia. Morassia has recently applied for entry into the 
Federation and is renowned for its incredible wildlife biotopes, 
known as The Preserves. This headstrong scientist has disap- 
peared in this zoological wonder world, and the local authorities 
have, essentially, washed their hands of the matter. 


The Admiral is asking that you look into the matter as a per- 
sonal favor. He is concerned over her disappearance and this 
will also provide the Enterprise a chance to update Morassia’s 
petition to join the Federation. 


Action 


Clearly this is not as pressing a matter as what is erupting at 
Mertens Orbital Station but is a higher priority than assisting 
the Garidians in their search for Shanok and the near-mystic 
Fifth Scroll. The best course of action is to continue on to the 
Mertens station and then proceed to Morassia. You will be 
able to contact Admiral Reddreck via the Comms function at 
any point in the future until you have resolved his search for 


his old friend. 


DIVERSION #2—LOST LAMB 
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Unfortunately, sir, the Enterprise is already committed to 
another assignment. I'm afraid | can't help you. 


Mertens Orbital Station 


Location: Mertens Orbital Station 


Optimal Away Team: 
Crusher, Riker, LaForge, Worf 


Mission 


When the Enterprise arrives at Mertens Orbital Station you 
will be stunned to see this pinnacle of Federation research 
listing badly with one of its research wings sheared off and 
missing altogether. Hundreds are aboard the station that 
need help, but because the shields are in place, you can’t 
beam them out. Fortunately, there’s a weak spot in the 
shields that will allow an Away Team to get over to the 


station. 


Making matters worse, the containment field on the power l 
core is unstable and may collapse at any moment. The core : 
should have automatically jettisoned—but it didn’t. That 
means that someone, for some reason, prevented that from hap- 
pening. Adding to the problem, life support can fail at any 
moment, which could result in the disaster turning into a larger 


catastrophe. 


In this part of the Away Team mission, you will be going aboard 
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the station and rescuing one of the injured crew—the Chief 
Medical Officer. She will give you information that can help you 
save the station from total destruction—if you act fast enough. 


Action 


Upon beaming over to the station you will need to locate zI 
the transporter. You will move out into the engineering 


L section where you will find one of the members of the sta- 
1z4 tion crew. She is unconscious and trapped under a collapsed 
power cable. 


oe og 


If you set your phaser on stun and fire at the cable, it will 


not be strong enough to free her. A stronger setting on the 
phaser will kill her if you attempt to shoot the cable again. After 
you shoot the phaser at the cable, discuss the matter with 
your Chief Engineer to see if he has any suggestions. When 
you do this, Geordi will tell you that the best way to free her 
is to use the station transporter to beam away the cable. 


You will need a tricorder reading on the cable, then you will 
need to return to the transporter pad where you first beamed 
in. Using the controls, you will need to lock onto the cable 
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and energize it away. Locking onto the Doctor in an attempt to 
beam her out will kill her. 
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Return to the victim and have Doctor Crusher revive her 
with a Med Kit. The person you rescued is Doctor Benyt, 
the Chief Medical Officer of the station. A discussion with 
her will reveal that the station is using a prototype singular- 
ity as its power source—something she believes is totally 
unstable. 


The decision needs to be made at this point by the Away 
Team to divert emergency power to the station’s life support. 
When speaking to Dr. Benyt, you should use Dr. Crusher; 
otherwise, she will not be forthcoming with the information 
that you require. Dr. Benyt will provide the characters with 
two pieces of information. One is the security access code to 
override the system and divert the power needed for life sup- 
port. The other bit of information, if asked again, is the 
location of Station Administration—the only point that life 
support can be worked on. 
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It's this insane experiment Dr. Griems and 
"E | some of the other researchers put in 


place. À “revolutionary” power source. 
It's unstable enough to begin with - after 
sustaining damage like this, who Knows 
what it'll do. N 
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Restoring Life Support 


Location: Mertens Orbital Station 


Mission 


The Away Team will have to make its way to the turbolift 
and then to Station Administration. In Administration they 
will have to divert power to life support. 


Action 


Enter the turbolift area and select Administration. Once 
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you reach Station Administration you will see a control 
panel on the right side of the room. This panel allows full 
control of the life support systems. 


Jse control panel 


The key sequence that should be followed is to press the 1E7 
Emergency Systems button (top) then the Power Redirect 
button (middle). This will divert emergency power to the E 


—_— life support systems, buying your Away Team and the sur- 


720 vivors a little more time. 


SAETTA FAM AAO PAI 
Enter ‘authorization code: 334L42 
Access granted. Emergency override 
controls active. 


_Look at this damage report. Only a few 


|¥ery specific sections were hit. No 
[random damage at all. This wasn't an 
attack. This was surgery. 


If you use the bottom button, you can Inadver- 
tently shut down all life support. This would be 
a poor move since it would force an emergency 
beam-out and kill the rest of the survivors on 
the station. 


Also in this room is a large holotable. If LaForge 
uses a tricorder on it, he will indicate that it is 
broken but can be repaired using a flux router. 
One of these is located in Engineering Lab #4. If 
LaForge uses it on the holotable, it will provide 
you with a holographic display of the station 
and some additional information that rounds 
out the adventure. While repair of this holotable 
is not required in the adventure, it does provide 
a stunning visual effect—and some information 
that makes the mission more interesting. 


The Mysterious Probe 


Location: Mertens Orbital Station 


Mission 


There is an alien probe of some sort in Engineering, and it’s 
interfering with the power conduit. Outside of the damage it 
seems to be inflicting, the probe is blocking your way to the 
control center where you can jettison the power core. 
Thanks to the special inner hull treatment of the Mertens 
station, when the probe entered it did not permanently 
damage the hull, but it is now blocking your path. 
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You must investigate the probe, then—if possible—get it to 
130 leave. The only way to do that is to initiate a temporary 
power shutdown. While this won’t stop the possibility of a 
core breach, it may force the probe to move out of the way 
long enough for you to get in and jettison the core before it 


blows. 


Action 


Move to Engineering via the turbolift and you will see the 
alien probe hovering near the main power conduit. You will 
need to take tricorder readings. It is recommended that 
Riker try first with the tricorder, then try with LaForge. 
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Using a phaser on the probe can prove deadly. 
On low settings it has no effect, most of the 
time. However, if you turn up the power setting 
and fire, the probe will return fire at the same 
power level! 


a 
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The best chance you have to force the probe to move on is 
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to return to Engineering Lab #4 and cut off the power that 
it is tapping from the conduit. There is a control panel there 
that you must use for this task. 


Depressing the Initiate Temporary Shutdown button on the 
lower left of the panel starts the process. You then must 

press the Group Number Three button, killing power to the \ 
conduit that the probe is working on. You will know that 


you have hit the right button when you get a message from 
the Enterprise tracking the probe as it leaves the station, as 
well as seeing the cinematic sequence of the probe leaving 

Cymkoe IV. Selection of the other buttons has no ill effect. 
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While you are in Engineering Lab #4 you should 

pick up the wave converter and the phase 

inverter coupling if you even think that you 

might be able to repair the damage done to the 

conduit. This will save you the time of having to 

come back to this room to pick these up later, 

should you pursue this solution. T37 


Vda 
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Jettisoning the Power Core— 
Solution One 


Location: Mertens Orbital Station 


Mission 


The Away Team will have to move to the core control 
room. Once there, they will face Dr. Silas Griems. There are 
two courses that they can take in order to save what is left 
of Mertens Orbital Station. 


The first, as outlined here, is to jettison the power core. 
Dr. Griems has been holding the core in balance manually; 
however, you can simply walk over and jettison the core 
into space. The other option is to attempt to repair the 
power conduit. 


Action 


Pass through Engineering and go to the core control room 
which was originally blocked by the alien probe. Once 
there, you will be confronted by Dr. Silas Griems, the sta- 
tion’s chief of energy research. Griems is an abusive man 
from the very start, claiming that he has the situation under 
control. Your initial attempts to communicate with him will 
fall on deaf ears. 


To shut down the power core you must walk over to the left 
side screen to the control panel. There is a long bar that will 
allow you to manually jettison the core. It will take one 
attempt, with the character you’re using asking the 
Enterprise to lock onto the core with a tractor beam. Once 
you jettison the core, the Enterprise will beam you back up. 


Ni 


Charmed. I'm Dr. Silas Griems, chief of 


energy research. For now, the most help 


| you can give me is to stay out of the 


alk to Dr. Griems _ 
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Repairing the Power Conduit— 
Solution Two 


Location: Mertens Orbital Station 


Mission 


The Away Team will have to move to the core control 
room. Once there, they will face Dr. Silas Griems. Dr. 
Griems has been holding the core in balance manually. He 
will indicate that it is not necessary to jettison the experi- 
mental core. You must first get Griems to tell you what 
needs to be done (i.e., what tools you need and what you 
need to do with them). Then you must actually conduct the 
repairs. 


Action 


Pass through Engineering and go to the core control room 
which was originally blocked by the probe. Once there, you 
will be confronted by Dr. Silas Griems, the station’s chief of 
energy research. Griems is an abusive man from the very 
start, claiming that he has the situation under control. Your 
initial attempts to communicate with him will fall on deaf 
ears. However, you must continue your conversations with 
him. Only LaForge (or Data) will be able to get through to 
him, talking to him from one Engineer to another. It can 
take upwards of three attempts to get Griems to agree to work 
with the Away Team to save the station and his precious power 
core. 


MERTENS ORBITAL STATION 


a Ne NR Al RB E Ml RIOR hari DARR AAALAC RO NB RIO MAES aM CHR) 


Griems will tell you that you need a wave converter and | 
phase inverter. Both of these are in Engineering Lab #4—if \ 
you have not picked them up already. Once you have them, 
you will need to walk back to Engineering to the damaged 
portion of the conduit. First use the phase inverter on the 


damaged conduit, then use the wave converter. 


With the damage repaired, Griems has the core stabilized 


| 
and can lower the shields. The Enterprise will beam you back | 
aboard. | 
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Use wave a converter on ae conduit 
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Search for the a Fitth 
Scroll 


Location: Bridge 
Mission 


Once you have finished saving the Mertens Orbital Station 
you will be thanked by Chancellor Daenub. The degree of 
thanks that Daenub provides depends on if you managed to 
both restore life support and repair the station without jetti- 
soning the power core. If you accomplished both of these, 
he will revere you and the name Enterprise for years to 
come. If you have only marginal success (failing to jettison 
the core or restore life support), the Chancellor will not be 
overjoyed at the results of your Away Mission. 


Your next stop should be an attempt to meet with the 
Vulcan scholar, Shanok, at his digs on Horst II. Set your 
course for this location and engage. 


Action 


Upon arriving, you must ask Shanok a series of questions. 
The last question you should pose to him is a request to 
beam down to the site. This triggers the end of the conver- 
sation. 


The discussion with Shanok reveals that he has discovered a 


SEARCH FOR THE FIFTH SCROLL 


number of Chodak artifacts, including some isolinear tech- 
nology that is among the oldest recorded in the Federation. 
He will not allow Captain Picard to beam down. It is impor- 
tant to note that later in the game you will need to return to 
Horst III and you will be able to beam down at that point. 


Possibly. | made extensive studies of a 


—; group which fled Garid more than one 


ay | thousand years ago in search of the Fifth 
| Scroll. They were Known as “The 
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Mission to Morassia 
138 


Location: Bridge, Morassia 
Recommended Away Team: Data, Troi, Crusher 


Mission 


Your arrival at Morassia will set the tone for how dealings 
with this world are going to proceed. It is a matriarchal soci- 
ety where men have little or no say in matters. The leader 
of the Preserve, Constable LLiksze, will insist that no 
phasers be brought down to the surface and will marginally 
insult Picard as a male. 


Once down in the Constable’s Office, LLiksze will seem to 
indicate two major elements. One is that she does not 
believe anything has happened to Dr. Hyunh-Foertsch; two, 
there is some indication that she is not happy about 
Morassia joining the Federation. She believes that the doc- 
tor disappeared during a routine field trip and will simply 
show up on her own. 


Action 


Picard should agree with the Constable and agree to not arm 
the Away Team. Throughout this mission it is going to be 
best if the Away Team is led by Data or one of the females, 
rather than running the risk of insulting the Morassians. 


In dealing with Constable LLiksze, it is best that Data carry 
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on the conversations from the beginning point onward. 


We will respect your laws. The Away 


Ñ Team will not be armed. 


N 


While any of the females in the Away Team can perform this suc- 
cessfully, the Constable’s comments to Data are well written and 
the most entertaining—as is Data’s dialogue. It is vital as part of 
the initial conversation that you gain access to the Preserve 
for the Away Team’s investigation. Once done, proceed to the 
Doctor’s Lab to begin the investigation. 


The Morassian Lab 


Location: Morassia 
Mission 


When you arrive in the lab, you will find the bodies of 
three animals from the Preserve. You will need to ana- 
lyze them and learn what you can from them. The Away 
Team is also going to have to check the computer sys- 
tem and have a conversation with a Tracker named 
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Melas. All of this is necessary to put together the puzzle as 
140 to what happened to Dr. Hyunh-Foertsch. 


Action 


You will need to have Dr. Crusher or Data take each one of 
the dead animal carcasses and check them out using the 
Biotable and the sonic scope. This will tell you that animals 


coe 


in the Preserve are being mistagged in some cases—that 
animals are being brought in from the outside (exposed to 
parasites not common to their habitat), and that one of the 
animals has been killed by having its neural energy drained 


from it. 
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Once done investigating the carcasses, you will need to 
check the computer system with your tricorder (the pillar 
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beside the computer) to see the log for Dr. Hyunh-Foertsch. 


A check of her schedule tells you that she had a meeting 
with Tracker Melas and had to cancel her field trip when 
she disappeared. 


Using the Comm Port with the tricorder, you can contact 
Tracker Melas. The Tracker will impart several key bits of 
information. The first is that there have been a series of 
power outages in the Preserve—something not mentioned 
earlier by Constable LLiksze. Also, she will tell you that a 
Ferengi trader named Aramut has been importing the ani- 
mals to the Preserve. Finally, the Tracker will tell you that 
Dr. Hyunh-Foertsch had an argument with Constable 
LLiksze, accusing her of smuggling—possibly to prevent 
Federation acceptance. 


Tracker Melas will also provide you with some information 
regarding the Watchers and their role in the Preserve. While 
this information is not vital now, it is worth noting later in 
the game when the Away Team talks with Healer ZZolis. 


Questioning Constable LLiksze 


Location: Morassia 


Mission 


Returning to the Constable’s Office, you will need to discuss 
the allegations made against Constable LLiksze. More impor- 
tantly, you will have to decide if she has been truthful. 
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Action 


This is primarily a conversation with the Constable. It 
should be done with Data who has already established a rap- 
port with her from their previous meeting. There is no spe- 
cific question that should be asked as a trigger; however, you 
will need to ask all of the questions available in order to 
continue properly. 


A =) Constable, | would like to Know why Dr. 


9) Hyunh-Foertsch accused you of 
| a 


: smuggling. 


You will learn that the Constable did not pass on the infor- 
mation regarding the power outages because she did not feel 
that they were any business of the Away Team. She will also 
express displeasure with the trader, Aramut. When you are 
done, it is obvious that you will need to speak to Consultant 
lydia for his perspective on what has happened. 


Discussion with Consultant lydia 


Location: Morassia 
Mission 


You will need to return to the Lab to make use of the Comm 
Port with the tricorder there to contact Consultant lydia. 
This will provide you with information regarding Aramut 


and The Watchers of the Preserve. 
Action 


Consultant lydia is an egotist, to say the very least. Your dis- 
cussion with him is important and you will need to review 
his answers carefully. He seems to indicate that the mistag- 
ging was the fault of the Watchers. He will defend Aramut 
and shrug off his own apparent failings as a desire to follow 
research. 


Upon conclusion of this encounter, the Away Team should 
make use of the Field Units to explore the Preserve and see 
if they can locate any sign of Dr. Hyunh-Foertsch or other 

anomalies regarding the animals there. 


The Search of the Biotopes 


Location: Morassia 
Mission 


Using the Field Units, you will be able to search the 
Biotopes for any sign of the Doctor or any other abnormali- 
ties that may be occurring. 
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In order to do this you will need to pick up the Field Units 
and the Bioprobe in the lab. Then you will need to go to 
the shuttle dock and pick up the Microgenerator unit. Next, 
you must go to each of the Biotopes and send out the Field 


Units one at a time. 


Action 


Using a tricorder on the Field Units will tell you where they 
can be best used to gather samples. This should be done in 
the lab prior to adding them to your Away Team’s inventory. 


The next stop is at the Shuttle Dock. Once there you will 
find a Microgenerator. Given all of the problems with the 
power losses in the Preserve, it will be necessary to use the 
Microgenerator to power the map displays at each of the 
Biotopes to know where to send the Field Units. 


There is no order that you have to follow when gathering 
samples from the Biotopes. There are three distinct Biotopes 
that you will need to visit, and each one is handled in an 
identical manner. The Biotopes are Aquatic/Marine, 
Bogforest, and Canyon. 


At the Canyon Biotope you will need to explore the Caverns, 
the Pit, and the Crater. At the Bogforest Biotope you will 
need to get samples from each of the four tunnels that are in 
the petrified tree. At the Marine Biotope, you will need to 
send the Field Unit to the four closest jellycorals. 
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You will first need to use the Microgenerator at each one of i 
the Biotopes on the display. This will tell you the key areas | 
where the Field Units must be used. Then you need to use 
the Field Units, sending them to each of the locations one 
at a time until they gather the samples. Remember: When 
you use the tricorder on the Field Units it tells you which one 
(A, B, or C) will work on which Biotope. A=Canyon Biotope, 
B=Bogforest Biotope, C=Marine Biotope. 


Once they are back, add the samples to your inventory. i 
Remove the Microgenerator and add it back to your inven- 

tory to use at the other Biotope. You will not have to add the 

Field Unit back into your inventory since it will not be used dur- 

ing the rest of the mission and can only be used at the specific 


Biotope. 147 
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If you accidentally leave the Microgenerator at 
one of the Biotopes and then return to get it 

| later, you will find that it has been drained of 

power. It can only be recharged at the charging 

unit at the Shuttle Dock. 


When you gather the last samples and add them to your 
inventory, you will need to return to Dr. Hyunh-Foertsch’s 
lab to study the samples. The samples must be tested in the 
sonic scanner. While the testing should be performed on all of 
the samples, there are three primary specimens that must be test- 
ed. The Dyerwood, Sunil, and Edlen samples are the only ones 
required for the game to progress to the next encounter success- 
fully. Testing all of the samples, however, gives you a better feel- 
ing of the trends involving the animals in the Preserve. 


Healer ZZolis and Watcher 
Tzudan 


Location: Morassia 


Mission 


The Away Team should share their findings with Healer 
ZZolis. The Healer has information dealing with the 
Watcher Tzudan and his role. Furthermore, the Healer will 
confirm the Constable’s story regarding her conflict with Dr. 
Hyunh-Foertsch. From a play standpoint, this will help 


point the finger of guilt away from Constable LLiksze. Also, 
some of the information that was gained from Consultant 
lydia seems to be contradicted. 


This is even more solidified when the Away Team goes to 
meet with Watcher Tzudan. The Watcher will point out 
that Consultant lydia had the first opportunity to re-tag the 
animals and didn’t—in fact, Tzudan was the one who told 
Dr. Hyunh-Foertsch about the mistake. Even more revealing 
is the fact that lydia is the person who helped get the 
Ferengi, Aramut, the contract with Morassia to bring in the 
animals that were apparently smuggled in. 


Action 


Both of these are detailed conversations that the Away 
Team must conduct in order to get the full story behind 
what Dr. Hyunh-Foertsch had uncovered on Morassia. The 
first discussion with Healer ZZolis from the Lab Comm Port 
informs the players that the missing doctor was investigating 
the mistagged animals and that ZZolis has a distrust of the 
Ferengi trader, Aramut. 


The next stop is the quarantine area where the Watcher 
Tzudan is working. When they arrive the Watcher tells 
them that the other Watchers were also injured, drained of 
neural energy. Even more disturbing, Consultant lydia knew 
about the mistagged animals—in fact, retagging them was 
his initial responsibility! The other injured Watchers were 
near a giant reptile, one that may have been mistagged. 
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At this point, the Away Team will have enough information 
to implicate Consultant lydia in the disappearance of Dr. 
Hyunh-Foertsch. This type of information needs to be 
reported immediately to Constable LLiksze—the next stop 
for the Away Team. 


Exposing the Criminal 


Location: Morassia 


Mission 


Once back in the Constable’s office, the Away Team will 
need to present her with the evidence implicating 
Consultant lydia. If successful, Dr. Hyunh-Foertsch can be 
recovered. 


The rescue of the doctor exposes lydia, but also provides a 
number of problems. She confirms that the escaped sultis 
reptile is an energy draining beast. It must be captured, and 
the only place it can be done is in the quarantine area. 


Action 


The discussion with Constable LLiksze is short and direct if 
done with Data, since she will listen to his logic. Once con- 
vinced, she will attempt to speak with Consultant lydia, 
who will flee. The Enterprise will pick up signs of a Ferengi 
ship, most likely his ally Aramut, taking off with him. He 
can and will be dealt with later. 


Dr. Hyunh-Foertsch will be introduced to the Away Team, 


rescued from lydia’s quarters, and brought to LLiksze’s office. 


A discussion between her and the Away Team will reveal 
that the giant reptile was indeed mistagged and is responsi- 
ble for the injury of the Watchers and the other dead ani- 


mals. More importantly, the reptile can virtually cloak itself. 


The solution is to lure the animal to the quarantine area. 
Using the harmonic collector as a trap, power can be divert- 
ed to the area to bait in the creature. The first course of 
action is to rephase the force field power. The Away Team 
must go to the shuttle dock and use the Shuttlecraft. This 
will take them to the Preserve’s power station. Once there, 
Data must use the Utilities Trunk to open a link to 
Constable LLiksze and re-route the power. Exit the main power 
grid and you'll arrive at the quarantine shelter. 
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| Either Data or a female member of the Away 
Team must use the Utilities Trunk. Since it 
involves establishing contact with the headstrong 
female Constable, she will not respond to any 
male other than Data or Worf during this effort. 


> 


Trapping the Beast 


Location: Morassia 


Mission 


In this final event on Morassia, you must capture the dan- 
gerous sultis reptile that has been draining neural energy 
from the Preserve using the harmonic collector. Doing this 
requires closing the gates to keep the animal in the lower 


portion of the quarantine area. It must then be sealed in 
with the harmonic collector. 


Action 


The reptile appears as a shimmer of reflected light. When 
the creature enters the collector, use Console One to close 
the gates. The creature will then enter the harmonic collec- 
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tor. When this happens, use the third Console to seal it in 
the trap. 
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Once the beast is trapped, there will be a conversation with 
Dr. Hyunh-Foertsch. She will describe the events of her 
disappearance and the roles of Consultant Iydia and the 
Ferengi known as Aramut. When the conversation is com- 
plete, the Away Team will beam back up to the Enterprise, - 
133 


ready to pursue Aramut and his fugitive friend. 
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It is possible to simply catch the beast when it 
enters the trap using the Console Three con- 
trols, but this risks missing the timing and let- 
ting the beast get away. If that happens for any 
reason, reset the controls using Console Two 


and wait. Eventually the beast will return. 


Pursuit of Aramutf 
and lydia 


Location: Bridge 
Mission 


Now that Dr. Vi Hyunh-Foertsch has been located, the 
Enterprise must track down the Ferengi trader, Aramut, and 
his fugitive friend Iydia. To do this, you will have to pursue 
Aramut’s flight plan and hopefully track him down. 


The reasons are twofold. One, Iydia is wanted for his crimi- 
nal actions on Morassia. Two, the reptilian creature that was 
found on Morassia may provide a link to the Followers—and 
quite possibly the Fifth Scroll. 


Action 


According to his flight plan, Aramut should be at Joward 
III. A quick hop to that system at warp speed reveals that he 
is no longer there. There are, however, subspace induction 
vortices leading to the nearby Nigold system—most likely a 
trail to the errant Ferengi. 


Upon arriving in the Nigold system you will spot Aramut’s 
ship. He should be dealt with firmly. A tractor beam will 
not hold his ship due to its shield status. Instead, you can 
get his attention best by locking phasers on his vessel and 
raising your own shields. This will, undoubtedly, get his 
attention. 
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When dealing with Aramut, there is little that you can say 
136 that can cause any problems with your mission. The best 
way to get him to turn over lydia and tell you where he got 
the animals is to threaten to tell the Romulans that he has 
been smuggling across the Neutral Zone. Once you’ve done 
that, Aramut will sell out his former friend in less than a 
heartbeat. More importantly, he will tell you that he got the 
creature from a planet called Frigis. 


| _ Perhaps the Romulans would be 


y interested to learn that several of the 
L Sha n . 
| M| species you transported came from their 


Lad 


space. | think I'll send them a report. |. 
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The Ferengi will also pass onto the crew that 
the Romulans are in the process of refitting 
their ships on a grand scale. They are rigging 
them for nearly double their normal speed, cut- 
ting back on their firepower. Also, the Romulans 
are purchasing ancient artifacts from the 
Chodak and the T’kon Empires at very high 
prices. 


Arrival At Frigis 


Location: Bridge 


Mission 


When you get to Frigis you will not be able to detect the 
presence of the Followers, and they do not react to your 
hails. If they are there, you must find a way to get them not 
only to respond but to allow you to dispatch an Away Team 
to recover the elusive Fifth Scroll. The fate of Garid hangs 
in the balance. 


Action 


When you arrive in the system, Captain Picard will attempt 
to hail Frigis but there will be no response. A discussion 
with Troi will tell you that the Followers may be valuing 
their privacy, seeking to stay hidden from the prying eyes of 
the Garidians. As such, she will recommend that you speak 
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with one of the Garidian refugees on-board. Perhaps they 
can say something in a greeting that can coax out the 


Followers—if they are still on Frigis. 


Speaking with T’Bak, he hails Frigis with a quote from the 
Lawgiver. It will take several minutes for a response, but 
eventually Chancellor Laraq will contact the Enterprise 
and—after several minutes more of contemplation—will 
allow the Captain to send down an Away Team. 


The World of the Fifth Scroll 


Location: Frigis 
Recommended Away Team: Riker, Data, Troi, LaForge 


Mission 


The Away Team will meet with Chancellor Laraq on a plain 
where two pyramids can be seen. A discussion is held with 
the Chancellor and he reveals the fate of the Lawgiver and 
The Followers. After their arrival on Frigis over a thousand 
years ago, The Followers splintered into three sects—each 
with their own interpretation of the Lawgiver’s words. Each 
of the sects has become more involved with a series of 
philosophical contests called the Declaratory, rather than 
reunification. 


More importantly, each sect has a copy of the Fifth Scroll, 
but the Lawgiver hid the original manuscript somewhere on 
Frigis. And if you are going to assist the Garidian refugees, 
you will need to find the original. Adding to the mystery, 


Frigis apparently was once a world in the vast Chodak Empire 


and it is riddled with Chodak artifacts and technology. 


Action 


This is a simple discussion between Laraq and Commander 
Riker. As the designated spokesperson for Captain Picard, 

Riker is the only person who can communicate with Laraq 
and the various sect leaders. 


The discussion must continue through all of the available 
questions. It is properly ended when Laraq disappears. If, for 
any reason, the conversation ends prematurely and Laraq is still 
standing in the landing area, re-start the conversation with him 
and continue until he does disappear. 
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The Pyramid of the Chanters 


Location: Frigis 
Mission 


The first pyramid that you should enter is the one directly 
next to where you spoke with Laraq. Once you get inside 
you will meet with the Chanters. This is the first of two 
meetings with Stamblyr, their leader. 


Stamblyr will lead the Chanters in a song for you and pro- 
vide you with an orchestrion which will allow you to play 
the song later. 


| Since you enjoyed it so much, | shall give 
Fa] you an orchestrion that will let you listen 
| to it whenever you wish. And feel free 
| to visit us anytime. May the songs of the 
Lawgiver bring you fulfillment. N 


Action 


The information that Stamblyr provides you is very useful. He 
will tell you that he has lost a golden ring and a part of his 
instrument in the Declaratory contests with the Seekers. It is 
crucial that you continue the conversation with him until he 
has the Chanters sing “The Futility of Wisdom” for you. 


l The song titie, “The Futility of Wisdom,” is 


important later when you meet with the 
Gatekeeper of the Door of Enlightenment at 
the Seeker sect. 
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The Questers Pyramid 


Location: Frigis 
Mission 


Going to the Questers of Inner Strength will bring you to a 
meeting with Madia, leader of their sect. You will learn that 
there is a Chodak teleporter behind a forcefield there. Such 
a teleporter might just be the key to getting to the hidden 
location of the Fifth Scroll. 


Action 


The Quester’s pyramid is located in the distance from where 
you emerged from the Chanters’ pyramid. Getting there is a 
quick task, while dealing with Madia is not. 


Madia is both angry and arrogant and will not be willing to 
open her temple to the Away Team—no matter what ques- 
tions you press her with. You will learn one chink in her 
armor—she strongly wants her staff back that was lost to the 
Seekers sect during a recent Declaratory. 


If the Away Team can find this staff, they might be able to 
use it to leverage Madia into giving them access to the 
Chodak teleporter. 


=] This is the Grand Penatorium, where my 


ubjects meet to become more 
| disciplined and more firm-willed. 
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Meeting with the Seekers 


Location: Frigis 
Mission 


By visiting this pyramid you will learn that their leader, 


Aelont, has recently disappeared through a door known as 
the Door of Enlightenment. While the Seekers have a copy 
of the Fifth Scroll, they do not have the original. Hints are 
also provided about the Chodak technology that is built 
into their pyramid. 


Action 


Getting to the pyramid will require you to go to the right of 
the landing area where the Away Team first beamed in. The 
conversation with Arch-Rashon Nachyl needs to address all 
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of the open questions. He will tell you about the Gatekeeper 
at the Door of Enlightenment and of the series of questions 
that the Gatekeeper will pose. Make sure that Riker asks the 
questions and that all of them possible are addressed with 
Arch-Rashon Nachyl before moving on to the Gatekeeper. 


The Door of Enlightenment 


Location: Frigis 
Mission 


The Gatekeeper is a forbidding creature that poses to you a 
series of questions. You must answer the questions correctly 
in order to open the doorway. The Seekers have tried for 
years to open the door but could not. Aelont was the only 
one that succeeded, and he has never emerged from the 
other side. 


Action 


The key to successfully answering the questions posed to 
you by the Gatekeeper is to remember the song that the 
Chanters played for you: “The Futility of Wisdom.” In 
answering these questions you must pick the vaguest, most 
hesitant, ambiguous answers possible. If you answer with what 
seems to be the most logical answers, the Gatekeeper will not 
open the door for you and will keep asking through the series of 
questions until you finally answer with the most obscure reply. 
In essence, you will eventually arrive at the right answers if you 
select your choices long enough. However, this approach will 
take a long time. 


| To Know that you Know nothing is the } 


f 


answers prove that you are ready to 
= admit this. You may pass through the 


M eet of enlightenment. Your 


| Door. 
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atekeeper 
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The Gatekeeper will ask a total of four questions. The cor- 
rect response for each should be generalized as “I Don’t 
Know.” 


Example: 


Question: Who are you? 
Best Reply: “Everyone plays so many roles in life, it is 
impossible to label them.” 


The Chodak Stasis Chamber 


Location: Frigis 
Mission 


You will pass through the doorway following in the footsteps 
of Aelont and enter the chamber beyond the Gatekeeper. 
Once there, you will see him, trapped in some sort of stasis 
field. There is a control panel and Chodak sign in the room 


as well. 
Action 


You must use the tricorder on the sign, the stasis field, and 
the panel. If you do not run the Tricorder on the three key ele- 
ments it may impede your ability to free Aelont. While the 
machinery appears to be functional, you will not adequately 
understand the Chodak technology to make use of it to free 
Aelont—not yet. 
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You must return to the landing area. If Laraq is there, he 
will be able to provide you with some insights into Chodak 
technology that will allow you to overcome the stasis field 
and free Aelont. 


Return to Chancellor Laraq 
Location: Frigis 
Mission 


You will need to leave the Seekers’ temple and return to the 


original landing area where you first arrived on Frigis. When 
you get there, you need to speak to Chancellor Laraq and let 
him know not only what you found, but what the problems 
are—chiefly in interpreting the Chodak language. 
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Action 


This is a straightforward discussion between Riker and 
Laraq. Since Laraq is a close friend of Aelont, the 
Chancellor will be glad to help. The Lawgiver studied 
Chodak language and technology and created a 
language/dictionary conversion between Garidian and 


Chodak. The Chancellor will download this into your 


Tricorder. 


Once you have this information, it should be possible to 
continue back to Aelont and now have the instructions 
needed to shut down the stasis field and free him. 


Freeing Aelont 


Location: Frigis 
Mission 


Returning to the chamber beyond the Gatekeeper, Aelont is 
still as he was before—suspended in the field. Using the 
information provided by Chancellor Laraq you should be 
able to release him. His gratitude for being released is cru- 
cial to the continuation of this mission. 


As you leave the Hall of Triumph you will notice a vault. 
One of the artifacts that the grateful Aelont will give you 
will allow you to open the vault. The items that are stored 
in the vault are those that the Seekers have won during 
their Declaratory tests. Taking the right items will allow you 
to succeed in dealing with the other sects and finding the 
original Fifth Scroll. 


Action 


You must walk back to the pyramid of the Seekers and pass 
the Gatekeeper again (it will not re-ask the questions again 
but will simply allow the Away Team to enter). It is recom- 
mended that you use LaForge to perform this series of func- 
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tions given his Engineering background; however, it is not 
required. Use the Tricorder again on the sign. Now that the 
Chodak translator program is loaded, you will be able to 
interpret the information needed to release Aelont. 


Next, use the panel. This will shut off the stasis field and 
free Aelont. He will speak to the Away Team and tell them 
that he was trying to pick up two talismans when he must 
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have triggered some sort of alarm that trapped him. In his 


- 


mind he has only been there a short period of time, when in 


reality it has been days. 
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In accordance with the Seekers’ beliefs, he will offer these 
talismans to the Away Team as a symbol of his thanks. 
These items will be placed in your inventory and are key for 


you to continue the mission. 


You will need to make your way back to the entrance to the 
pyramid of the Seekers. The Thermacode key that Aelont 
gave you will allow you to open the vault that is at the 
entrance. Once opened, you will see all of the artifacts that 
have been won by the Seekers over time during the 


Declaratory. 


Use vault 


The Away Team can only take three of the items for their 
inventory. The three items that should be taken are: the 
golden ring, the staff with an orb on the end, and the yoke- 
shaped device. 
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In the play of the game, you will only know for 
sure that you need the golden ring based on 
your conversation with Stamblyr at the pyramid 


of the Chanters and that Madia is looking for 
her staff that was lost earlier. 


Return to the Chanters 
Location: Frigis 
Mission 


You return to the Chanters sect and provide Stamblyr with 

the golden ring and have Data or LaForge use the yoke- VI 
shaped device to repair his instrument. In return, he will 

provide you with two more orchestrions. 


Via Action 


Upon re-entering the Chanters’ pyramid, you simply need to 
give the golden ring to Stamblyr. The Chanters will play the 
song, “Watch Your Step,” written by the Lawgiver, and give 
you another orchestrion for later use. Use LaForge to take 
the yoke-device to the instrument at the right side of the 
room. When this repair work is complete, the Chanters will 
play “Travelling Music” and provide you with another 
orchestrion. At this point, you should have the orb-staff, and 
the three orchestrions as additional inventory items. 
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| Orchestrions 


oe, If you don’t remember which orchestrion is 
which, simply look at the object. The character 
you’re using will tell you which one it Is. 


The Chodak Transporter 


Away Team on Frigis 
Mission 


You will return to the Questers of Inner Strength pyra- 
mid to meet again with Madia. This time, your recep- 
tion is different because you’ve brought her cherished 
staff. Provide it to her and you will get access to the 
Chodak transporter. 


i CHAPTER 4: WALKTHROUGH 


i 


Peony 


Action 


The discussion with Madia needs to be done with 
Commander Riker. When it is done give her the staff. 
Speaking with her again you can ask her what is behind the 
force field and she will grant you access to the Chodak 
transporter. 


Checking out the transporter with the tricorder will not 
assist you other than to confirm that it is, indeed, a trans- 
porter. To activate it, you will need to use one of the 
orchestrions provided by the Chanters. To try the orches- 
trions, double-click on them one at a time. Orchestrions can be 
re-used over and over and will be in the next chamber. When 
you use the orchestrion “Travelling Music,” the transporter 
will activate and the Away Team will disappear. 
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The Puzzle Room 


Location: Frigis 
Mission 


The Away Team materializes in a chamber with a suspended 
floor that dematerializes as they watch. It is obvious that 
they need to reach the other side in order to continue on. It 
should be apparent that the Chanters song, “Watch your 
step,” was more revealing than originally thought. 


Using the orchestrion “Watch Your Step” activates some of 
the pieces of the floor tile, allowing you to reach one of the 
alien devices. It will then dawn on you that each device you 
play will make different tiles disappear and others material- 
ize. The key to getting all of the artifacts and reaching the 
other side is to keep track of what boxes disappear, and 
which ones remain. Your goal is a simple one: get all of the 
devices and reach the doorway on the far side. 


If you are standing on one of the tiles you will 
drop, then suddenly transport, only to collapse 
unconscious. Don’t worry, you can start over. It 
will probably take several attempts to succeed. 


Action 


Each device along the walls causes a different series of tiles 
to appear and disappear. Where you position the Away Team 


member during this is crucial, since that individual needs to 
be on a tile that does not disappear—or risk falling. 


The maps outlined below represent the effects of using dif- 
ferent orchestrions to change the floor tiles. Each of the 
orchestrions can be used multiple times and is activated by 


clicking on it with the left mouse button. 
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Once you have all of the devices and have reached the 
far side of the chamber you will need to use a Tricorder 
on the door—specifically, on the oval impression in the 
center. Next, use the Tricorder on the orbs that were 
given to you earlier by Aelont. Select the orb that match- 
es the same frequency as the door. This is the blue orb. 
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The Lawgiver's Fifth Scroll 


Location: Frigis 
Mission 


In the room beyond the great puzzle, the Away Team will 


see a giant green crystal with a manuscript suspended in it. 


At last, the Fifth Scroll of Garid! 
Action 


You should move forward and use the tricorder on the man- 
uscript to verify that it is the right age to be the missing 
Fifth Scroll. Once you confirm this, you can reach out and 
add it to your inventory. 


In many cultures, flashing lights 
= represent danger. While that need not 
be the case here, | believe it would be 


prudent to leave and take the scroll back j 
i 


to the ship for authentication. 


The downside of this action is that taking the Scroll will 
activate a security system. Fortunately, the Enterprise will be 
able to beam you up before you find out exactly how effi- 
cient Chodak security systems are. 


If you did not use the proper orb in the puzzle 
room, you will see the document and be able to 
record it with the tricorder, but not get it. 
Reaching to take it will only result in the parch- 
ie _ ment burning in the flames of self-destruction. 

| Thus the Lawgiver intended that only once the 
sects had united would they be able to obtain 
the original manuscript of the Fifth Scroll. 


STANDOFF WITH THE GARIDIAN WARBIRD 


Standoff with the 
Garidian Warbird 


Location: Bridge 
Mission 


Once you are back on the ship, the Garidian Warbird 
decloaks in front of you. Captain Pentara has been tailing 
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you—and now she knows the location of Frigis, and the 
Followers as well. Again you face a showdown with her. 
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Action 


T’Bak will verify the authenticity of the Fifth Scroll just 
before Pentara appears. Pentara will reveal that Lucana has 
been sending covert messages to Garid and has sparked a 
civil war. Discussing this with Lucana will reveal that she 


has indeed been using a subspace transceiver to contact 


Garid. 


Allowing Avakar to speak with his mother will convince her 
to take the refugees back to Garid and allow them to speak 
to the rulers there, hopefully putting an end to the civil war 
that Lucana has sparked. They are beamed over to Pentara’s 
ship and the Warbird departs back to Garid. The crew of the 
Enterprise has solved the mystery of the Fifth Scroll, but 
there is more to be told of this story—and the latest chapter 
is being written by the Romulans in the Neutral Zone. 


j | Mother, there is no need to fight. We 
{ = have the Fifth Scroll. l 
i oas 


Romulan Invasion 


Location: Bridge 
Mission 


The defenses along the Romulan Neutral Zone suddenly 
burst to life as a massive Romulan invasion fleet plows into 
the Federation! The words from Starfleet Command are 
clear—“A state of war now exists between the Romulan 
Empire and the Federation.” Your roles as Starfleet officers 
are now changing from that of explorers and diplomats to 
protectors. As the flagship of Starfleet, the survival of the 
Enterprise is of prime importance during the next series of 


missions. 


Your ship will be attached to the defense of Outpost 543 on 
the Neutral Zone under the orders of Commander Chan. In 
this series of encounters with the Romulans, you will be 
involved in three potential Tactical combat situations. They 
are as follows: 


® An attack on the communications relay in the current 
system. 


A The Ambassador Class starship USS Ayers in the 
Beremar System has lost contact. You must investigate 
its sudden silence. 


A Captain Ky’Dra of the Klingon Empire ship Bortas is 
engaging several Warbirds as well. You must join him 
and assist as needed. 
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In almost every one of these encounters you will be able to 
either engage or flee from the Romulans that you encounter. 
Each time you do, you risk the Enterprise getting damaged. 
However you can get the ship repaired at any Starbase 


simply by flying there. 


ROMULAN INVASION 


Action | 
Attempts to contact Starfleet Command for your specific 
ship’s orders are impossible due to the damage done to the 
communications relays along the Neutral Zone. Worf will 

manually adjust transmissions and eventually contact 

Admiral Reddreck. His orders are for you to report to a 

local commander at one of the outposts while he informs 

Admiral Williams of the ship’s current position and assign- 

ment. Bottom line: if you encounter any Romulans you are 183 
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free to engage them at your discretion. Losing the flagship 
of Starfleet, however, would be seen as a serious strategic 
and moral loss. 


Contact Commander Chan at Outpost 543 along the 
Neutral Zone as soon as you arrive in the system. She will 
tell you that you need to deploy immediately in the sys- 
tem—sensors are picking up three Warbirds attempting to 
knock out the last remnant of communications in the sector. 
To get there you will have to use Astrogation and plot a 
course to the communications relay in the same system. 


| If you plan on engaging the Romulans at all 

| during these encounters, it is suggested that 
you review the information on Tactical and 
Engineering functions starting on page 53 of 
this book. 


Upon your arrival at the communications relay you 
will immediately encounter the three Warbirds. You 
can evade, engage, or flee from them. Any and all of 
those choices are valid given the number and nature of 
your enemy; however, with the modifications done to 


the Romulans reported earlier by Aramut, you should take 
the risk of engaging in combat with them to protect the 
relay. 


If you attempt to engage the Warbirds, they will leave the 
system without even firing a shot, thus saving the relay. The 
same option holds true for evasive maneuvers. You will then 
be given the chance to follow them—not a wise move given 
the size of the Romulan strike force. Besides, your real mis- 


sion was to save the communications relay, not slug it out to 


the death with three Warbirds. 


Contacting Commander Chan will reveal that there is 
another pressing mission for the Enterprise. The USS Ayers 
has lost contact with Outpost 543. No matter what choices 
you attempt (what cases you plead) with Commander Chan, 
you will not be able to get out of this mission. 


Upon arriving in the Beremar System, Data will tell you 
that there is debris in the system that is consistent with the 
USS Ayers, apparently lost with all hands. Again you will 
encounter three Romulan Warbirds. This time your options 
are simple: engage the enemy or withdraw. Engaging will 
start a battle via the Tactical combat system, which is the 
best way since it is likely that the Ayers was able to inflict 
some damage before she was destroyed. 


ROMULAN INVASION 
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If matters go well, the Enterprise should be able to survive 
the battle with the Romulans; however, it is likely your 
ship will have been damaged. If you contact Commander 
Chan, she will allow you to divert temporarily to a Starbase 
for repairs. Otherwise she will inform you that one of the 
Klingon relief ships, the Bortas, has arrived to booster 

the former Neutral Zone border and has been engaged by 
the Romulans. 


Arriving in the system with the Bortas you will need to 
speak with Captain Ky’Dra. He will provide you with several 
salient points needed to understand the Romulan strategy. 


These are as follows: 


A He captured a Warbird and learned that the Romulans 
are converging on the T’Tarnis Nebula in search of an 
alien device from the Chodak Empire. The capture of a 
Romulan Warbird with a Klingon Bird of Prey is no small 
feat—a testimony to his skill and fighting prowess. 


® Another race, possibly the Chodak, have invaded the 


Romulan Empire and are also racing toward the Nebula. 


® The Romulans are rigging their ships for speed rather 
than fighting because if they can get to the Nebula first, 
they can recover an ancient Chodak weapon called the 
Unity Device. In their hands, it can turn its owner into 


the forger of great interstellar empires. 


When you are done speaking with Captain Ky’Dra, contact 
Commander Chan and inform her of your findings. She will 
tell you that two additional Klingon ships have arrived to 
help relieve the Enterprise. 


A Cry for Help From 
Frigis 


Location: Frigis 
Recommended Away Team: Riker, Troi, LaForge, Data 


Mission 


An urgent message comes in to the ship from Chancellor 
Laraq on Frigis. The Romulans have arrived in the system, 
and he is formally requesting aid and assistance. You must 
go there and defend Frigis and learn whatever you can from 


him regarding the Chodak. 
Action 


After you receive the message from the Chancellor you 
should acknowledge your earlier commitment to him to pro- 
tect Frigis and agree to leave for Frigis immediately. Upon 
your arrival form an Away Team and beam them down. 

You will need to speak with Laraq as soon as you arrive. 
This should be done by Riker if you designated him as the 


primary speaker during your last trip. Apparently, the 
chameleon field managed to hide the Followers from the 


A CRY FOR HELP FROM FRIGIS 


probing eyes of the Romulans who moved on rather than 


IGE conduct a detailed search. 


You will need to ask Chancellor Larag every possible ques- 
tion regarding the Chodak and the Unity Device. In return, 
he will give you some useful information and two Chodak 
artifacts that are crucial in the play of the game. One is a 
Chodak isolinear access rod used to access Chodak comput- 
ers. The second is a rod programmer. This device, when used 
on the rod, allows it to be configured for specific tasks. Once 
you have received these items you will beam back to the 
ship. 
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Unknown Enemy 
Attacker 


Location: Bridge 
Mission 


An alien ship of unknown origin suddenly appears and 


UNKNOWN ENEMY ATTACKER 


attacks. 
Action 


Your choices are simple. Attack the unknown enemy in 
defense (thus engaging the Tactical Combat system), evade, 
or flee. None of these is a good option; however, it is best to 
attack the aggressor ship. After it withdraws, there will be 


evidence that the ship was Chodak in origin. 
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Return to Horst lil 


Location: Bridge, Horst III 


Recommended Away Team: Picard, LaForge, Data, Troi 
Mission 


The heart of the issue seems to be the Chodak Empire. It 
may be the Chodak that are invading the Romulan Empire 
and the Federation itself. The Romulans are invading the 
Federation—not for conquest—but apparently to recover a 
powerful Chodak artifact. 


One of the places that is a known Chodak archeological site 
is the diggings of Shanok on Horst III. The best course of 
action is to divert to Horst III and see if you can discover 
anything of value at the site there. 


Action 


After setting course and arriving at Horst III, you will discov- 
er that Shanok abandoned the site because of the recent 
Romulan incursion. He has specifically asked that no one dis- 
turb his site given the delicate nature of the diggings. Given 
that the fate of the Federation hangs in the balance, Picard 
will insist on personally leading an Away Team to the site. 


Upon landing on a small platform you will need to put the 
phaser on a higher setting and fire twice at the rubble. This will 
clear the way for you to walk into the passageway. 


Use phaser on Rubble 


You will find a pedestal in the corridor as you enter. In reali- 
ty, this is a Chodak computer terminal. Use the isolinear rod 
on the pedestal. Use the rod programmer on the end of the 
isolinear rod to activate the computer terminal. This will 
provide you with needed information. Make sure you use the 
tricorder on the computer display because the star chart on 
it will be useful later in your adventure. 


Walking to the rear of the site, you will come across a mas- 
sive piece of Chodak technology. Scans with a tricorder will 
tell you that it is part of an observatory. Make sure you scan 
the instrument and the mounting mechanism. 


Once you have scanned these devices, walk back to the 
beam-in point and hail the ship to return. Speaking with 
Data several minutes after your return to the Bridge will 
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allow you to determine his analysis findings on the Chodak 
artifacts. The chart mentions the former administrative 
headquarters of the Chodak Empire—a world called Allanor. 
While the planet is in the former Neutral Zone, you can 
travel there despite the invasion if you opt to use the treaty 
clause regarding “scientific research.” The risks are high 
given the Romulan incursion, but it’s worth it if you can 
learn the location of the Unity Device before the Chodak 
and Romulan fleets. 


Allanor—the Dust of the 
Chodak Empire 


Location: Allanor 


Recommended Away Team: Picard, LaForge, Data, 
Carlstrom 


Mission 


The world of Allanor appears deserted and abandoned. You 
must beam down and overcome some of the more complex 
systems that are still active on the base. During this time 
you must seek out the apparent source of an active computer 
on the planet, and if it is working, locate any information 
that may exist on the Unity Device. 


You will need to land and deal with a leftover customs 
drone working on orders that are 900,000 years old. Then 
you must interpret what you can from the Chodak computer 
terminal—activating the systems needed to run the facili- 
ty—-while at the same time overcoming those systems to 
move through the complex. 


This ages-old facility is far from safe and there are several 
places where an errant Away Team can become injured if 


they are not careful. 


Action 


At the beam-in point, there is a damaged drone crippled in 
the middle of the room as well as the remains of a dead 
Romulan. Apparently, the Romulan Empire wanted the 
information from Allanor as well! Tricorder checks of the 
beam-in point will tell you that the only safe way out is via 


a ventilation duct. 


Fire phaser at ventilation duct 


One of the doors on the left rear will show a 
strong positronic radiation reading with the 
Tricorder and must not be opened or one 
member of the Away Team will be wounded. 


ALLANOR 
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To open the ventilation duct you must set the phaser on a 
high setting. Then you must fire it three times, once at each 
of the alloy seals that surround the duct. When you are 
done, the duct will open. 


On the damaged drone is a device known as a logic 
inhibitor that is keeping it deactivated. You will need this 
device. When you take it, the drone will order you to disarm 
(drop your phasers). When you remove the inhibitor, you 
must move quickly through the opening. If you do not, the 
drone will open fire and lay waste to the Away Team. Don’t 
drop your phasers—you’ll need them soon. 


display pan mennas 


There is another option. Leave the inhibitor 
' until you learn later how to deactivate the 
drones, then return and get the inhibitor. 
This is the safest option, but takes more 
time to perform. 


ALLANOR 


Once you have moved through the ventilation duct, walk up 
and use the display panels on the upper platform. You will 
need to use the isolinear rod and programmer on the display 


to get it working. Once up, you will need to perform the fol- 
lowing functions: 
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® Use System Log 

® Access Main Database 

® Dispatch a Repair Unit (Drone) 
® Initialize System 

® Activate Facility 


Once done, remove the isolinear rod and proceed to the 
next room to the right. 


In the next chamber you will notice a smaller drone in the 
middle of the room and a larger maintenance unit repairing 
it. It is not necessary to deactivate the drone. If you allow it 
to continue you will see the door in the rear of the chamber 
working, which may give clues as to how the system works. 


If you did not get the logic inhibitor from the 
beam-in point, you now can go back and use the 
tricorder on the damaged drone, deactivating it 
and then removing the inhibitor. This time the 
drone won't try to open fire. 


While you are still in this chamber, it is important to pick 
up the piece of metal on the ramp. When you pick this up 
you get it and a wire. The wire is actually the piece that is used 
later in the mission. When you are finished with this room, 
walk to the door at the rear of the chamber. 


The Obstacles on Allanor 


Location: Allanor 


Mission 


There are two basic obstacles that need to be overcome in 
this portion of the mission. The first is a seemingly locked 
door that the maintenance drones use. The second is where 
the drones recharge. Its electrified floor could be lethal and 
must be deactivated or destroyed in order to pass deeper into 
the complex. 


ALLANOR 
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To overcome this door you need to block it with the Logic 
Inhibitor. When a drone approaches, use the tricorder to 
deactivate it, then remove the Inhibitor. 


To get past the charging capacitor, you will need to activate 
the system, then shut it off. The drones will drain the power 
to a point that you can use a phaser to blast the capacitor 
and eventually pass. 
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Once you have cleared these two obstacles, the Away Team 
is going to face something that they had not counted on— 


Chodaks! 
Action 


When standing before the big door, LaForge is the best char- 
acter to use. He should use the Tricorder to scan the door 
and the logic circuits. With the passage of time, drones will 
enter the room and allow you to see how the door operates. 
The sensor detects them, the logic circuits open the door, 
they enter, and the door closes. 


LaForge will need to use the Logic Inhibitor in the logic cir- 
cuits. This will freeze the door shut. Wait for one of the 
drones to arrive. If you are impatient, you can force the drone 
to arrive faster by exiting the room and then returning to it 


ALLANOR 
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quickly. Use the Tricorder to deactivate the drone, then 
remove the Logic Inhibitor. This will result in the door 
opening so that the Away Team can pass through. 
Unfortunately, you will have to leave the Logic Inhibitor in 
the door to ensure that you can exit the room. Once you 
have the door open, walk into the next chamber. 


When you arrive in the next chamber, you will find that 
there is a large device near the gantry passageway, and on 
the passage floor itself is a charging plate. Stepping on the 
plate will electrify the unfortunate Away Team member, at least 
when one of the drones comes by for recharging. 


LaForge or Data should use the isolinear rod on the display 
panel along with the rod programmer. When the display 
comes up, turn the station online and turn the power on; 
then remove the rod. This will cause the capacitor to 
charge. If you watch an incoming drone it will charge from 
the capacitor once over the floor plate. 


You must then use the isolinear rod and rod programmer on 
the display panel again. This time select Power Off. This 
will force the system to drain energy from the capacitor to a 
point that it can be hit by phaser fire. Remove the rod. It 
will take two drones passing through to drain the capacitor 
to a level that it can be safely fired upon. The way to tell is to 
watch the vertical string of lights on the capacitor. When you are 
down to one glowing light only (at the bottom), it is safe to fire. 


The next step is to fire the phaser at the capacitor. The shot 
will blow up the capacitor and the display panel. Before you 


can proceed to the next chamber, you will be surprised by 
two floating exoskeletons. They will challenge the Away 
Team to ask who their “master” is. This is to determine who 


ALLANOR 


is in charge of the group. Once this is done, the Chodak 
will insist that the Away Team be followed to their master. 
the Away Team should continue on into the next room past 
the capacitor that they destroyed. 


Location of the Chodak Device 


Location: Allanor 
Mission 


Captain Picard and the Away Team confront actual 
Chodak—a species that has been waiting for over 900,000 
years for the return of the Unity Device and the chance for 
the Chodak Empire to be rebuilt. 


The discussion with the Chodak can end up in one 
of two possible ways. One is that the Away Team 
is led by the Chodak and doesn’t get the map 
coordinates of the Unity Device. The other, 
requiring more stealth and cunning, will permit 
the Team to actually save time and uncover the 
coordinates before the Chodak realize what they 
are up to. This solution is covered here, while the 
others are detailed in a separate section. 


ZOZ the heart of the Chodak computer system. If they are fast 


The Away Team from the Enterprise will make their way to 


enough, they will get the coordinates of the Unity Device! 


Action 
The Chodak will only talk to the leader of the Away 


Team—who they call “the Master.” There are two specific 
keys in this conversation for a successful outcome. One is 
that Picard must not reveal that he is in possession of a 
Chodak isolinear rod. Also, he must refuse assistance from 
the Chodak in his “archaeological” research. Failure to win 
over these two key elements means that the Away Team will 
not get the specific coordinates of the Unity Device. 


Please follow me, sir. Our master will | 


i| want to speak with you. 
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After successfully completing the conversation, the Chodak 
will let the Away Team continue their search of Allanor. 


ALLANOR 


They will come across a Chodak transporter device that | 
they will need to use to get to another part of the vast com- 
plex. The best person to use this device is Chief Engineer 
Geordi LaForge. The key to using this device is twofold. 
One is to select the light buttons on the left and top that 
essentially set the coordinates for transport. In this case, the 
correct choice is third down on the left and first at the top 
(reading left to right and top to bottom, respectively). Next, 
use the timer slide control on the side. This gives whoever is 


using the transporter control time to exit the control panel, 


walk to where the rest of the Away Team is standing, and 
transport with them. 
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This is one of the few places in the game where 
you can separate your Away Team if you use the 
energize button rather than the timer. It is also 
one of the few places where the mission can 
come to an abrupt end. If you select coordinates 
of one three, the transporter traps the team in a 
temporal loop. If you were to use the timer and 
have LaForge or whoever is using the transporter 
transport with the team—there Is no way out, 
thus ending your careers and the mission in a 
matter reminiscent of the plight of Captain 
Montgomery Scott in the episode, “Relics.” 


Eventually, the Away Team will come across a security sys- 
tem that is currently activated. This system consists of two 
parts. One is a disrupter beam that automatically fires when 
the system is approached. The other is a set of three sensors 
that scan for intruders. 


ALLANOR 


Firing phasers at the system will not work on its own. Even 
at full strength, the system will only be dulled for a short 
period of time. If Data uses the tricorder on the sensors, he 
will learn that they are protected by a force field. Data will 
suggest tuning the phasers to the same frequency as the 
forcefield. The shots at the three sensors will disable them 
and allow the Away Team to pass. 


Proceeding into the complex, Picard and his team will even- 


tually come across a Chodak computer terminal. Data, using 
the isolinear rod and programmer, will allow the device to 
activate. Immediately after the screen is activated a menu 
will come up with options including one for “The Unity 
Device.” 
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Allanor—The Missed Solution 


Location: Allanor 
Mission 


The Away Team confronts actual Chodak—guardians who 
have been waiting for over 900,000 years for the return of 
the Unity Device and the chance for the Chodak Empire to 
be reformed. 


ALLANOR 


This outcome comes up if the Away Team 
reveals to the Chodak that they have an isolin- 
ear access rod/key. The outcome is also the 
same if the Team accepts the Chodak offer to 
lead them to the library center rather than 
going on their own. 


The only difference between these two options 
is that in one (revealing the Isolinear rod) the 
Away Team is temporarily blinded by a Chodak 
device. All of the conversations and the out- 
comes are the same, however. 


The Chodak will lead the Away Team through the complex 
and to a sophisticated security system. One of the Optim- 
ators will be mortally injured by the device when it is 
accidentally left on. The Away Team will be taken to a 
Chodak computer terminal. 


Action 


The Away Team will be led through a series of locations in 
the vast complex of Allanor by the Chodak. Eventually they 


will be brought to a Chodak computer terminal similar to 
the ones that they have seen throughout the complex. The 
difference is that this one provides a level of access that is 
dramatically better—and it has the ability to produce infor- 
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If the Team has not revealed that they have an isolinear rod, 
the moment that they produce it and try to use it on the 
terminal it will be taken from them. If they turned the rod 
over to the Chodak earlier in the mission, they will be 
allowed to see Admiral Brodnack and his team from what is 
left of the Chodak empire gloating over their apparent vic- 
tory. 


Allanor—tThe Conclusion 


Location: Allanor 


Mission 


Suddenly, a team of Chodak arrive, led by Admiral 
Brodnack of the once-powerful Chodak Empire—now a 
mere shadow of its former self. They seize the isolinear rod 
and the rod programmer, and then record the coordinates of 
the Unity Device. Then, they delete the file. As if to rub 
salt into an open wound, Admiral Brodnack shows the Away 
Team what the Device is capable of. 


T A a E 


On their way back to the beam-out point the team will be 
able to recover an isolinear rod left behind by the Chodak 
who are leaving to recover the Unity Device. = 
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Action 


The Away Team will be helpless as Admiral Brodnack 
brings up a holographic display of the powers and the 
capabilities of the Unity Device—it is the ultimate power. 
With it, entire sections of the galaxy could be destroyed 
and recreated. 


Brodnack reveals that he plans on recovering the device to 
restore the Chodak Empire to its former glory. He has been 
bred to do this for generations. Egotistically, he leaves the 
Away Team behind because he thinks that they pose no 
threat. 


On their way back, the team will see Chodak fleeing the 
area. They will leave an isolinear rod stuck in the computer 
terminal. Using the piece of wire that was picked up earlier 
in the mission, the team can insert this in the small hole in 
the pedestal and recover the rod for later use. 


If the Away Team accepted the ald of the Chodak 
or revealed their original rod earlier, they will 
encounter the Chodak injured by the security sys- 
tem. Data can synthesize a stimulant using the 
tricorder and the Chodak can be brought around 
and talked to—providing useful information for 
the Away Team members. If the Away Team did 
not reveal their rod or accept Chodak help, this 
Chodak will not be encountered. 


When finished, the Away Team must make their way back, 
contact the Enterprise, and beam back to the ship. If they 
were able to get a Tricorder reading of the location of the 
Unity Device, they will be able to proceed directly to the 
nebula where it is located. If not, the Away Team can get 
the coordinates by reading the information in the main 
computer and looking at the starship schedule. 
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The Pulsar 


Location: Bridge 
Mission 


If the Away Team does not have the coordinates of the 
Unity Device, they will have to fly to a nearby pulsar that 
the ancient Chodak used to tell time. Correlating this infor- 
mation with the data that they gathered on Allanor and on 
Horst III, they will learn the location of the Unity Device. 


Action 


Fly to the pulsar (the exact coordinates are: 3,1,3,9,14,16). 
Ask Troi for advice when you arrive. Navigate 30 light-years 
away from the pulsar—which puts you into Romulan space. 
Data will take a sensor reading and then calculate the Unity 
Device’s position. 


The Unity Device—The 
Journey Inside 


Location: The Unity Device 


Away Team is preassigned: Picard, Data, Worf, Butler 
Mission 


The Away Team lands via shuttlecraft and enters the Unity 
Device. Picard proceeds on alone and ends up meeting again 
with Captain Pentara and Admiral Brodnack. 


Captain Picard must form an alliance with Pentara to even- 
tually get the three to work together. The three undergo a 
series of tests. If they pass, they will meet the Unity Device 
Guardian. The Guardian will ask one of the captains to join 
it to establish an anchor for the Unity Device in the present 
time-continuum. Admiral Brodnack volunteers and is assim- 
ilated into the Device, thus restoring it. 


Action 


Once you reach the Unity Device you find that the 
Romulan and Chodak ships are battered apart, apparently by 
the device protecting itself as they warred for its control. A 


Garidian Warbird and a Chodak vessel are nearby. 


A 


THE UNITY DEVICE—THE JOURNEY INSIDE 


“iz 


The only safe approach to the device is by shuttlecraft. 
Once inside, the Away Team discovers a transporter pad. 
While all of them enter it and dematerialize, only Picard 
emerges. 


Walk to transporter 
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He will find himself facing Captain Pentara and Admiral 
Brodnack. They, like him, have been separated from their 
teams. Apparently, the protectors of the Unity Device 
believe that the three of them must test each other. The 
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winner will get the device. Picard enters the transport shut- 


THE UNITY DEVICE—THE JOURNEY INSIDE 


tle with them and the three are flung into the center of the | 
Unity Device where the tests take place. During the long | 
trip in, Brodnack reveals his plans for rebuilding the | 
Chodak Empire. At the same time, Pentara sees the device | 
as a way to rekindle Garidian society. Picard will insist that l 
all of them must manage and control the device together; | 
however, his peers do not seem to agree with his lofty prin- | 
ciples and goals—at least for now. | 

\ 

The Chodak rebels who sent the Unity | 


| Device into the future set up a number 
of tests to ensure that whoever found 


the device was worthy of its power. 
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The Unity Device—The Tests of 
Righteousness 


Location: Inside the Unity Device 
Mission 


Captain Picard must form an alliance with Captain Pentara 
in order to get Admiral Brodnack to agree to work with 
them. All three must undertake one of the Chodak tests to 
determine which race is best suited to assume control of the 
Unity Device. 


Action 


As they walk forward to take the Chodak tests for control of 
the Unity Device, a ghost-like image of Picard will appear to 
the Captain. It will claim to be from the future, when the 
Federation has assumed control of the Unity Device. It 
provides him with a device to use later on to secure the 
device for the Federation. More importantly, the glowing 
visage warns the present-day Captain that the other captains 
will eventually betray him. The others did not see this 
image. 


Do not trust the aliens, they will betray 
you and take the device for themselves. 
Take this artifact. It will help you — help 


us — win the Unity Device for the 


Federation. 


At the test each one of the three are given half-disks. These 
can be placed in a device to deliver a neural-electric shock 
to the others. The Chodak Admiral has a significantly high- 
er stamina, so the real solution is to convince Pentara to 
work with you against Brodnack. 
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By placing one of the pieces only facing Admiral Brodnack 
(on the left) and pressing the button, he will receive a 
shock. The Chodak test is one designed to be performed 
repeatedly until defeat is called for. Despite the attempts to 
get the Admiral to join with Picard and Pentara, he will 
force the test to be run over and over. Eventually, exhausted 
and worn by the damage he has taken, he agrees to work 
with the other two races to secure the Unity Device for 
themselves. 


The Force Field 


Location: The Unity Device 
Mission 


Because they did not fulfill the requirements of the Chodak 
test, the three representatives are still trapped by a force 
field. The emitter is nearby, but somehow must be over- 
come. Captain Picard will need to investigate the field emit- 


ter and discover a way to overcome it. 
Action 


It is important to look carefully at the three pieces that 
make up the force field generator; the upper air gap, the 
field coil, and the lower air gap. Then, by going back to the 
test table and recovering your disk you can overcome the 
generator. 
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Take one piece/half of the disk and attach it to the other to 
make a diskette. Then insert the diskette in the lower air 
gap. If you then speak to Admiral Brodnack and Captain 
Pentara, they will give you their pieces as well. Once you 
have them, combine them and place them in the air gap on 
top of each other. The reduction of the open space causes 
the force field generator to shut down and allows the three 
representatives to leave. 


The Hidden Chodak Test 


Location: The Unity Device 


Mission 


Working with the uneasy alliance, you will eventually come 
to a gap where it is necessary to use the device that the 
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ghost-like image of Captain Picard provided in order to 
cross. The truth is that this is a covert Chodak test adminis- 
tered by the keepers of the Unity Device. A decision must 
be made. Accept the words of the ghost Picard and leave 
the other two stranded, or use it for each one of them to 
allow them to cross as well. 


Action 


Moving out of the testing area, Captain Picard and his allies 
will come upon a vast opening. The only way to cross it is 
to use the device given earlier by the image of Picard. Using 
it allows Picard to cross the gap. In order to be true to him- 
self and his true vision for the use of the Unity Device, he 
must disregard the ghost image and use the device to allow 


each one of his allies to cross the gap as well. 


For true aficionados, it should be obvious that 
the ghost of Picard from the future is a phony. 
It speaks to him about securing the Unity 
Device for the Federation, while at the same 
time the real Picard is speaking of all races 
using the device toward a common good. in 
reality, the ghost-like apparition is another 
devious test of the Chodak guardians to verify 
that he Is true to his words and goals. 


The Guardian Gambit 


Location: The Unity Device 


Mission 


Once on the other side of the chasm Picard and the others 
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must recover the key to the Unity Device control room. 


Picard and the others finally meet with the guardians of the 
Unity Device. They are given a final test, and, by passing it, 
help Admiral Brodnack join the Unity Device. By becoming 
one with the Chodak artifact, Brodnack ensures that the 


Unity Device will continue to protect the space-time Lame 
continuum. 
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Sliminate Borg Race 
Destroy Borg fleet 
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Once across the gap, the three commanders will find a key 
which looks identical to the symbol that was on the door 
that Admiral Brodnack said was the control room to the 


Unity Device. 


They also confront a strange creature within a chamber. 
Touch the control panel to the right of the chamber 
and the creature, Kabilan, will awaken. It will ask 
Picard, Brodnack, and Pentara a series of questions, 
beginning with Picard. When Kabilan asks Picard what 
he wouldsdo with the Unity Device, you will be pre- 
sented with three options. Choose the one that sounds 
most like Picard: “The Unity Device should be used for 
the good of all.” 


The Kabilan will let all three commanders pass. 


If you fired on Pentara’s ship at the opening of 
the game, or did not initially agree to work 
with her at the Unity Device shuttle landing 
dock, Pentara will betray you and try to take 
the Unity Device for herself. She will fall and 
reappear in the Kabilan’s chamber. Touch the 
control panel to release her, and she will rejoin 
you and Brodnack. 


THE UNITY DEVICE—THE JOURNEY INSIDE 


The three of you will continue to the right, to a spheri- 
cal tower. Walk to the tower and you will ascend in an 


elevator to the Unity Device. There you will meet with 
the Unity Device Guardian. After speaking with you 
briefly, it will inform you that an immense Borg fleet is 
on its way. Step up to the Unity Device control panel 
and you will be offered two choices: to destroy the Borg 
as a race or to destroy the fleet. The real option is not EET 
listed: turn off the Unity Device. You have passed the 
final test. Sit back and enjoy the concluding graphics! 


This section is designed to provide players 


with the bare-bones necessities needed to 
complete Star Trek: The Next Generation—A 
Final Unity. These solutions do not explore 
all of the options, but instead concentrate on 
those elements that most quickly take the 
game player through each 
situation/encounter. 


Featured throughout this section are, essen- 
tially, the key triggers to progress through A 
Final Unity. If you get stuck using the hints 
or walkthrough sections, this portion of the 
book will give you the quick answer you’re 
looking for. 
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Encounter with Captain 
Pentara and the 
Garidian Warbird 


® Ask Data his opinion and 
follow through with blocking 
the Warbird’s tractor beam. 

® Open a channel to Captain 
Pentara. As Picard, select the 


option, “Your presence here 
gives me every right to interfere. 
Why have you violated the Neutral Zone.” Eventually 
choose, “They are now guests aboard my ship. If you 
return to Garidian space immediately, I will overlook 
your violation of the Neutral Zone.” 


Discussion with the 
Garidian Refugees 


® Select the Conference Lounge. 
® Select T’Bak. 
® Ask all questions possible. 


A Final response with T’Bak 
should be “This could be an 


intriguing quest...”. At this point, Picard will order the 
ship to go to Horst III. 


Crisis #1—Mertens Orbital 
Research Station 


® Respond to the emergency 
signal from Cymkoe IV. 


® Proceed at maximum warp to 
the Mertens Orbital Station. 


Crisis #2—Search 
for the Missing 
Scientist 


® Respond to the message from 
Admiral Reddreck. 


® Inform him you are on a mis- 


MERTENS ORBITAL STATION RESCUE . 


sion currently and will contact 
him later. 


Mertens Orbital —— 
Rescue 


® Send an Away Team over to 
the station. Select Crusher and 
LaForge (minimum). 


A Walk through the door on the 
left. 


A Walk to the fallen figure at the 


downed cable. +... 


® Cut the cable with., 
a phaser at the lowest setting. 


“iG 


® Switch to Crusher. i 


® Use the medical tricorder on 
the woman. 


A Talk to LaForge. 
® Use tricorder on the big cable. 
® Look at the cable. 


A Walk back to the screen where you first beamed in. 
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A Use the transporter controls. 

A Use the transporter lock. 

® Lock the transporter on the cable. 
| ® Use the Energize button. 

| A Walk back to the injured woman. 
| 

| 
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® Use the Medical Kit on the 


woman (Dr. Benyt). 


® Talk to Dr. Benyt. Ask all of 
the questions possible. You 
must get the security code 
from her. 


® Switch to Geordi. 

® Walk to the next room on 
the right. 

® Use the turbolift. 

® Select Administration. 


A Use the control panel on the 
right side of the room. 


® Use Emergency Systems (top 
button). 


A Use power redirect (middle button). 


® Use the exit (lower left of panel). 


® Walk to turbolift. 
® Select Engineering. 


A Walk to Engineering Lab #4 on the right. 


suing 


MERTENS ORBITAL STATION RESCUE 
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A Use the control panel. 


® Use Initiate Temporary 
Shutdown button on the lower 
left of the panel. 


® Use the Shutdown Group 


Number Three control button. 


A When Picard informs the Away Team about the exiting 
intruder, LaForge’s response should be, “I’d like to track it 
down, but the station isn’t stable yet. See how long you 
can track it.” 


® Use/Pick up the wave converter 
and the phase inverter. 


® Walk to the door on the left. 


® Walk to the core control room 
on the left. aie 


A Speak to Dr. Griems a total of 
three times after he keeps cutting you off. The key state- 
ment to get his attention is to let him know that you are 
an Engineer (LaForge) and that you can work “miracles”. 


® Walk to the door on the right. 
® Walk to the damaged power 


conduit. 


HORST Ill 


A Use the phase inverter on the 
damaged conduit. 


® Use the wave converter on the 
power conduit. 


A The Away Team may now beam off of the station. 
A Speak to Chancellor Daenub. 


Discussion with Shanok 
on Horst Ill 


® Set course for Horst III. 
® Upon your arrival, use Comms to contact Shanok. 


® Ask all of the questions possible of Shanok. The last 


request should be for Picard to beam down to the planet. 


Shanok will refuse. 


"1! Morassia—The Zoo 
“ World 


® On the Bridge, use Comms to contact Admiral 
Reddreck. 


® Agree to go to Morassia. 


® Set course for Morassia. 


A When you arrive, speak with 
Constable LLiksze. 


® Agree not to bring phasers with 
the Away Team. 


A Assemble Away Team to beam 
down. Select Data and Crusher 
(minimum). 


® Select Data to speak with the Constable. 


® Have a discussion with Constable LLiksze. She will not 
want the Away Team to have access to the Preserve. In 


order to continue, Data must insist on having this access. 
® Select “Your tone suggests...” 
® Walk to the doorway on the 

left. 
® Walk to the laboratory in the 

distance. 


® Use all three carcasses on the 


Biotable. 


® Use all three carcasses on the sonic scanner. 
® Use tricorder on the computer. 

A Use the tricoder on the comm port. 

A Open the channel to Tracker Melas. 

® Ask all questions possible of the Tracker. 


® Walk to the entrance. 


® Walk to the Constable’s 
Office. 


® Talk to Constable LLiksze 


again. 
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® Ask all questions possible of 
the Constable. 

® Walk to the doorway. 

® Walk back to the Laboratory. 


® Use the tricoder on the comm 
port. 


® Open a channel to Consultant 


lydia. 
® Ask all questions possible of 
the Consultant. 


A Get the three field units and 
place them in the Away Team 


Fz EY 


inventory. 


A Use the tricorder on the field units to determine which 
field unit can be used on which environment. 


A Walk to the Entrance. 

® Walk to the Crossroads. 

® Walk to the Shuttle dock. 

A Get the Microgenerator. 

® Walk to the Path. 

A Walk to the Crossroads. 

® Walk to the Canyon Biotope. 


® Use the Microgenerator on the power port. 
® Use Field Unit A on the Caverns. 

® Use Field Unit A on the Pit. 

® Use Field Unit A on the Crater. 

A Use the Bioprobe on Field Unit A once. 
® Put Field Unit A back into inventory. 

® Get the Microgenerator. 

A Walk to the Path. 

® Walk to the Crossroads. 

® Walk to the Bogforest Biotope. 


® Use the Microgenerator on the 


power port. 
® Use Field Unit B on Tunnel 1. 
® Use Field Unit B on Tunnel 2. 
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® Use Field Unit B on Tunnel 3. | 
® Use Field Unit B on Tunnel 4. | 
® Use the Bioprobe on Field Unit B one time. | 
® Put Field Unit B back into inventory. | 
A Get the Microgenerator. 

A Walk to the Path. 

® Walk to the Crossroads. 

® Walk to the Marine Biotope. 


MORASSIA—THE ZOO WORLD 


Power Port. 
A Use Field Unit C on the first jellycoral. 
A Use Field Unit C on the second jellycoral. 
® Use Field Unit C on the third jellycoral. . 
® Use Field Unit C on the fourth jellycoral. grad 
® Use the Bioprobe on Field Unit C. | 


® Extract all samples. 
® Put Field Unit C and the Microgenerator back into 


inventory. 
® Walk to the Path. 
® Walk to the Crossroads. 
® Walk to the Laboratory. 


® Use all eleven samples on the 
sonic scope. 


A Use tricorder on the comm port. 
Z786 ® Open a channel to Healer ZZolis. 
A Ask all the questions possible of Healer ZZolis. 


A Walk to the Entrance. 
® Walk to the Crossroads. 


A Walk to the Quarantine 
Shelter. 


® Talk to Watcher Tzudan. 


® Conduct a conversation with 
Tzudan. Ask him all of the questions possible. 


® Walk to the Path. 

® Walk to the Crossroads. 

® Walk to the Constable’s Office. 
® Talk to Constable LLiksze. She 


will leave temporarily then 


return. 


A Talk to Dr. Hyunh-Foertsch. 


A Walk to the doorway. 

A Walk to the Crossroads. 
A Walk to the Shuttle dock. 
A Use the Shuttle. 

® Use the Utilities Trunk. 
A Walk to the Entrance. 
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® Use Console Two. This 


activates the trap. 


A When the creature enters the 
collector, use Console One to 
close the gates. 
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A Use Console Three to seal the ~ Vanem 
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trap shut. 
® Talk to Dr. Hyunh-Foertsch. 


A Transporter energizes and the Away Team leaves 


THE FERENGI TRADER ARAMUT 


Morassia. 


The Ferengi Trader 
Aramut 


® Speak with T’Bak. 
® Set course for Joward III. 


® Set course for the Nigold system. 


® Lock phasers and raise shields when you see 
Aramut’s ship. 


' l If you do this you must fire on his ship. 277 
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li ® Speak with Aramut. 


Z788  ®& Set course for Shoniosho Epsilon VI where Frigis is 


located. 


Frigis—The World of fhe 
Fifth Scroll of the 
Lawgiver 


A Use Comms to attempt to hail the planet. 

® Talk to Troi. 

® Talk to T’Bak. 

® Allow T’Bak to hail the planet. 

A Wait. 

® Have short conversation with Chancellor Laraq. 


A In this conversation, agree to defend The Followers. 
Also tell him about the Garidian refugees on the ship. 


A Wait. 
A Laraq will agree to an Away Team. 


A Assemble Away Team to beam down. Select Riker, 
Data, and LaForge. 


A Speak with Chancellor Laraq, 
asking and answering questions 
until he disappears. 


® Walk to the desert to the right. 
& Walk tothe pyramid. =, 


® Aelont has vanished through 


the door of enlightenment. 


® Walk to the Arch. 


® Talk to the Gatekeeper. »... 
A The Gatekeeper will ask four "e, 


questions from the following. 


The correct response is listed 
after each question. 


Question: Define Your Prime 
Directive. 


Answer: The Prime Directive 
doesn’t have a single defini- 
tion... Its interpretation depends on the circumstances. 


Question: By what right are you here? 


Answer: For all I know we may not have any right to be 
here. 


Question: Who is the Lawgiver? 


AD 
Answer: I’ve heard he was a great man, but I have no EF, 


g 
personal knowledge of him. | | 
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Question: Who are you? 
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Answer: Everyone plays so many roles in life, it is impos- 
sible to label them. 


Question: How does a person reach enlightenment? 
Answer: I don’t know. 


Question: Why do you want to pass through the door of 
enlightenment? 


Answer: I do not know what is behind it. 

Question: Who was the lawgiver? 

Answer: I do not know. I heard he was a great man. 
Question: What is the central principle of the fifth scroll? 


Answer: Everybody has a different interpretation... I’m 
not sure what to believe. 


Question: How can the sects be made to cooperate? 


Answer: I have no idea, that would take a better diplo- 
mat than me. 


® Walk through the door. 

® Get LaForge. 

® Tricorder the sign. 

® Tricorder the Panel. 

® Tricorder the Stasis Field. 
® Look at the Stasis Field. 

A Walk back out the door. 
® Switch to Riker. 

® Walk to the Hall of Triumph. 
® Walk to the doorway. 

® Walk to the Landing Area. 


® Talk to Laraq. 

® Get Garidian/Chodak translator. 
® Walk to the desert. 

® Walk to the Hall of Triumph. 

® Walk to the Gateway. 

® Walk to the door. 

® Walk to the sign. 

A Use the tricorder on the sign. 

® Use the panel. 

® Speak to Aelont. 

® Select “What is this place?” | 
® Take out the talismans and the key. l 
® Walk out the door. 

® Walk to the Hall of Triumph. 
® Walk to the Vault. 

® Use the Thermacode key on the 


vault. 


® Take the golden ring, the staff 
with an orb on the end, and the 
yoke-shaped device. 


® Exit the Vault. 

® Walk to the doorway. 

® Walk to the landing area. 

® Walk to the doorway into the closest pyramid. 24l 


FRIGIS 


® Talk to Stamblyr. 
® Agree to hear their songs. 
A Get the orchestrion. 


® Talk to Stamblyr again— 
Ask all questions. 


A Give Stamblyr the Golden 
Ring. 


® Get the orchestrion. 


® Have Geordi or Data use the yoke device on the 
instrument. 


® Get the orchestrion. 

A Exit the temple. 

® Walk to the far pyramid. 
® Choose Riker. 

® Speak to Madia. 


® Ask “What is this place?” and 
“Why don’t you still have your 
sceptre of light?” 


A Use the staff on Madia (give it to her). 


A Ask Madia the key question: “What’s behind this force 
field?” 


A Walk to the transporter pad. 


® Use the second orchestrion on 
the transporter pad. 


A Chodak transporter engages. 
® Use the orchestrion, “Watch 


Your Step” to make floor 
section materialize. 


A Get closest device on the left side (#1). (See the follow- 
ing map for tile numbering.) 


® Walk to tile #13. 
® Get orchestrion #4. 
A Walk to tile #18. 
® Use orchestrion #4. 
® Walk to tile #16. 
A Get orchestrion #5. 
® Walk to Tile #19. 
A Use orchestrion #5. 
® Walk to tile #6. 


orchestrion 4 '13/14]15|16 orchestrion 5 


Grid Numbers 


® Use orchestrion “Watch Your Step.” 


A Walk to tile #5. 

® Get orchestrion #6. 
® Walk to tile #6. 

® Use orchestrion #5. 
® Walk to tile #11. 
® Use orchestrion #6. 
® Walk to tile #4. 

A Get orchestrion #7. 
® Walk to tile #11. 
® Use orchestrion #5. 
® Walk to tile #6. 


® Use orchestrion “Watch Your Step.” 


® Walk to tile #5. 
A Use orchestrion #7. 


FRIGIS _ 


Ped 


| ) || ® Walk to tile #1. 


GG ® Use orchestrion #6. 
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® Walk to tile #2. 


| ® Use the blue orb on the doorway. 


® Walk through the door (entire 
Away Team). 


® Use the tricorder on it. 
® Get the manuscript. 


® The ship will automatically 
beam up the Away Team. 


The Second Showdown 
with Captain Pentara 


® Agree to allow Avakar to speak 
to his mother. 


® Pentara will take the refugees 
back to Garid. 


The Romulan 


Invasion 


® Word of the Romulan invasion reaches the Enterprise. 
® Use Comms to contact Starfleet. 


® Worf will manually route the transmission. 


A Wait...(game has a built in pause). 
® Establish contact with Admiral Reddreck. 


® The Enterprise is ordered to the Goldur Delta System 
and to report to Commander Chan at Outpost 543. 


A Use Comms to contact Commander Chan. 


® Romulan Warbirds are heading for the system. Agree to 


THE ROMULAN INVASION 


go on the mission “We’re on our way.” 
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® Use the Astrogation system, in-system travel. 

® Set course for Communications Relay 543. 

A When the Romulans appear, opt to engage them. 

A When they run, let them go. “Then it appears we’ve 
done our job. Let them go, Mr. Worf.” 


A Use Comms to contact 


Commander Chan. 


® Accept the mission to locate 
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® Opt to engage the Romulan 
Warbirds. 


® Delegate control to Worf (Tactical) and LaForge 
(Engineering). 


A Use Comms to contact Commander Chan. 
® Accept mission to work with the Klingon Bird of Prey. 


® Ask all possible questions of Captain Ky’Dra of the 
Bortas. 


a! 
| | A Use Comms and contact 
GE Commander Chan. (You 


are relieved of her further 
duty assignments.) 


Return to 

Frigis 

A Message comes in from Chancellor Laraq of Frigis 
warning of a Romulan invasion. 

® Go to Astrogation, set course for Frigis. Engage. 

A Beam down Away Team (Riker and Data minimum). 

® Talk to Laraq. 


® Get the isolinear rod, programmer, and data crystal. 


A Use the Communicator. 


® Hail the ship and beam up. 


The Unknown Foe 


® Alien ship attacks the e] 2 


Enterprise. 


A Evade the enemy. 
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Return to Horst Ill 


® Talk to Data. 


® Use Astrogation and set course 
for Horst II to speak to Shanok. 
A message buoy is in place. 


® Form an Away Team. The team 
must include Picard and LaForge. 


® Go to the Transporter Room. 
® Beam down to Horst III. 


® Use the tricorder on Rubble. 
® Set the phaser power on high. 
® Fire twice at the Rubble. 

® Walk to the Passageway. 


® Use screen. 


® Use the Isolinear Rod on hole y 


A Use Rod Programmer on the 
end of the rod. 


® Use the tricorder on the screen 
image. 


® Remove the rod. 


® Use the exit on the side of the screen. 
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® Walk to the rear of the site. 


® Switch to either LaForge or 
Picard. 


® Use the tricorder on the 
Instrument. 


® Use the tricorder on the 
Mounting. 


A Walk to the main area. 
A Walk to the Access Shaft. .......... te 
® Walk to the Platform. at 


® Use the Communicator. 


® Hail the ship and beam out. 


® Talk to Commander Data; have 
him report on the analysis of 


the Chodak artifacts. , ff “4 
A Check the Star Chart. Mi, i , 2 mentaan 


® Inform Starfleet and set course "ti 
into the Neutral Zone and the 
planet Allanor. 


Allanor—Administration 
World of the Former 
Chodak Empire 


® Form an Away Team (Picard, 
LaForge, Data, minimum). 


® Select Picard. 


® Use the tricorder on 
Ventilation Duct and seals. 


A Set phaser on a high setting (8). 


® Fire phaser at each of the three alloy seals around 
the duct. 


A Use the tricorder on foreign object on the drone. 
® Remove the Logic Inhibitor from the drone. 


® Run from the drone once it activates into the ventilation 
duct. 


@® Walk to the display panels on 
the upper platform. 


® Switch to LaForge. 
® Use the display panels. 


® Use the isolinear rod on 
the port. 


A Use the rod programmer on the isolinear rod. 
Z309  ® Select Initialize System. 

® Select Activate Facility. 

® Select System Log. 

® Select More, Done. 

® Select Access Main Database. 

® Select Dispatch Repair Unit. 

A Remove the isolinear rod. 


A Walk to the right side of the screen. 


A Use the tricorder on the 
| maintenance robot. 


A Scan the maintenance robot. 
® Select Scan. 
® Pick up the piece of metal (you 


will also get a wire/paper clip). 


A Go to the door at the rear of the room. 


® Have Geordi walk to the door. =] NI z 

mel À eN 

A Use tricorder on the closed door. DN be \ 
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® Use the Logic Inhibitor on the 


door circuits. 


® Use the tricorder on the drone 
when at the door. 
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® Select Deactivate the Drone. 


® Remove the Logic Inhibitor. 
® Walk through the open door. 
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® Use the isolinear rod on the 
display panel. 


® Use rod programmer on the 
isolinear rod. 


® Select Station On Line. 
® Select Power On. 


® Remove the isolinear rod. 

A Watch drone charge. 

® Use the isolinear rod on the display panel. 
® Use the rod programmer on the isolinear rod. 
® Select Power Off. 


® Wait for lights on the capacitor to drop until the last 
one is lit (two drones passing). 


® Fire the phaser at the capacitor. 
® Select Picard. 

® Speak to the Alien. 

® Walk to the opening. 


® Speak with the Chodak leader 
on the far right. 


® Claim to be on an archeologi- 
cal expedition. 


ys 4 


A Let them know you are on a peaceful mission. 


® Lie about finding the rod or omit mentioning it when 
offered as an option. “We have not found any such rods, 
but this Hall of Records you mentioned would seem an 
excellent place to begin our research.” 


A Select “We have expertise in data encryption. Perhaps 
we can do it without a rod.” 


® Don’t allow them to come along with you, insist on going 
alone. 


® Walk to the Passage to the right. 
® Switch to LaForge. 


® Use tricorder on the control 
panel. 


® Use the control panel. 


‘Ste. See ga 


® Set coordinates to left side 
third light down; the first light 
in the top row. 


® Select the Timer control on the right side of the 
transporter. 


® Exit the transporter control. 
® Move (Walk) LaForge to the rest of the Away Team. 


® Transporter engages and Away Team materializes in a 
different part of the complex. 


® Walk to the Archways and 


through the next room on the 
right. 


® Use tricorder on Sensor light 
and Disrupter lens. 


® Use phaser on one of the 
sensors. 


® Switch to Data. 


A Use tricorder on a sensor to get the energy barrier 
frequency. 


A Tune the phasers to the correct frequency. 
A Shoot at all three of the sensors. 
® Walk (quickly using the Shift key) to the door. 


@® Walk to the obelisk. 
A Use the pedestal. 


® Use the isolinear rod on the 


panel. 


A Use the rod programmer on 


the rod. 


A Immediately use the tricorder on the monitor screen. 


Admiral Brodnack of the Chodak 
Empire introduces himself and 
deletes the Unity Device File. 

He then plays the Unity Device 


Overview Holographic File. 
The Chodak will be having a con- 


versation. They will leave a rod 
stuck in the panel 


A Walk up the stairs. 


A Use phaser again to get past 
the security device. 


® Walk to end of hallway, return- 


ing to transporter room. > ey) R i 
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® Set coordinates to middle on 


left columns and last button on 
top row. 


® Return to beam-in area. 


A Use comm pin to return to Enterprise. 


The Pulsar 


If you have followed the previous steps you will never see the 
pulsar. The pulsar provides an alternate way to the Unity 
Device if you fail to get information from the Chodak. For 
Pulsar information, refer to Chapter 4: Walkthrough. 
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The Unity Device 


® Walk to the Bay Interior. 


® Walk to the pad in the center of the floor (transporter). 
Only Picard appears, losing his phaser and tricorder in 
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transport. 
® Walk to the left. 
® Talk to the Chodak Guardian. 
® Walk to the left. 
® Talk to Pentara and Brodnack. 
® Walk to the Shuttle. 


® Arrive at the center of the 
Unity Device. 


® Pentara proposes alliance to 
share the Unity Device. Agree 
to this. 


® Walk to the far door. Ghost- 


like Picard image appears. 
® Speak with Admiral Brodnack. 


® Get semi-circular blocks from Brodnack. 


® Talk to Pentara and say “We should work together now.” 

® Look at the table. £9, 

® Use half disk on the table, place it on the left receptacle. Ii 
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® On Picard’s turn, look at table and press the button. 
® Repeat previous step until Brodnack admits defeat. 


A When speaking with Captain Pentara, select, “Even if we 
defeat Brodnack here, the Chodak will still have to be dealt 
with.” 


® Then when talking to Brodnack select, “No. Everyone— 
including the Chodak must be protected from the misuses of 
this power. A council representing all civilizations should be 
created to control the device. We need you to convince your 
people of that. Will you help us?” 

® Walk to generator. 

® Look at field generator. 

® Look at common terminal. 

® Look at lower air gap. 

® Look at field coil. 

A Look at upper air gap. 

A Use exit. 

® Use table. 

A Get the piece on the table. 

A Use one disk half on the other disk half. 

® Use disk on the lower air gap. 

A Use exit. 

® Talk to Admiral and get his disks from him and Pentara. 

® Combine all of the disk halves into disk. 

A Use the field generator. 


® Insert the disk into the lower air gap. 


® Use exit. 
A Walk to the right. 
® Use the artifact to cross. 


A Use the artifact twice for 


Captain Pentara and Admiral 
Brodnack. 


A Walk to the right. 
® Pick up the symbol and add it to 


your inventory. 
® Walk to the right. 


A Use the symbol on the door with the same symbol as the 
key-shape. 


® Walk through the door to the Stasis chamber. 


® Use panel on Stasis chamber. 
® Talk to Kabilan. 


A Answer: “The Unity Device should be used for the 
good of all.” 


@® Walk to the right. 
@® Walk to the tower. 


A Use panel when it appears. 
® Speak with the Guardians. 


A When the Borg are detected, turn control panel off. 


ONT PSUUSE COMMAND 
VPI SS 


Portrayed by Patrick Stewart 


Born in France, Earth, Jean-Luc Picard came from a 
background that would have never pegged him as a 
Starfleet Captain. Living in the wine country in the 
village of LaBarre, Picard excelled at both physical 
and intellectual activities. Feeling confined by the 
pastoral life of the family estate, he enrolled in 
Starfleet Academy, hoping to break out and see the 


rest of the universe. 
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Captain Picard is something of a legend within Starfleet and 
the Federation. His career became legendary during the 22- 
year deep space cruise of the USS Stargazer. While the mis- 
sion ended in a battle with a Ferengi raider, he became well 
known for his long range exploration missions. His success 
eventually led to his posting as the Captain of the Galaxy 
Class vessel USS Enterprise. 


Picard’s career as Captain of the Enterprise has proven stun- 
ning. He is known as a leader who brings out the most of 
his crew, forging them into a team rather than individual 
heroes. His management style is to encourage participation 
from those on his command staff. Picard will rarely rush 
headlong into a crisis—rather he will evaluate it from a 
number of angles and pick the best solution. He is strong 
willed, while at the same time a cunning diplomat, as evi- 
denced by his role in the support of Gowron during the 
recent civil war within the Klingon Empire. While this 
style of leadership is not the daring-do common with some 
of Starfleet’s captains in the past, it has proven to be a 
powerful tool for Picard. 


That is not to say that there have not been low moments in 
his tenure as Captain of the Enterprise. He was captured by 
the Borg during their ill-fated assault on Earth. While under 
the control of the Borg he was used as a tool, Locutus, 
against Starfleet—destroying nearly 40 starships in a horrific 
battle. He also was captured by the Cardassians and used as 
a political bargaining chip, tortured, and nearly brainwashed 


by them. Despite these setbacks, he has managed to recover 
from the ordeals and has proven to be an adept leader des- 
tined for an even higher degree of greatness. 


Commander William T. 
Riker 


COMMANDER WILLIAM T. RIKER 


Portrayed by 
Jonathan Frakes 


Born in Valdez, 
Alaska, Earth, and 


raised by a stern and 


i 


often absent father, 
William T. Riker took 
Starfleet by storm. As 
the First Officer of the 
Enterprise, Picard’s 
“Number One,” he is 
the eyes and ears of 
the Captain through- 
out the ship. While 
Picard sets the direc- 


tion, Riker is the per- 
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son in charge of making sure those directions get executed. 
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William Riker’s career was meteoric, reminiscent of the leg- 
endary young James T. Kirk in many respects. As a tactician, 
he is considered brilliant and innovative, something demon- 
strated many times during his tenure aboard the ship. His 
unpredictability and the ability to think fast on his feet 
make him a significant ally and an even deadlier foe. The 
tactics that he employs have paid off, saving Earth from the 
Borg threat when over 40 starships had been crushed by this 
ruthless enemy. 


Early in his career he was posted on Betazed, where he 
became romantically involved with Deanna Troi. While the 
two of them currently serve together, there is a fine under- 
standing between the two of them. Riker is engaged to his 
career, with little room for anyone else. He is a close friend 
of Troi and the other members of the command staff, often 
holding poker games. Everyone understands that his first 
and final love is being the First Officer of the Enterprise. His 
ardor for the Enterprise is so strong that Riker has turned 
down offers of a Captaincy of his own on three occasions. 
While this is unprecedented, there is little doubt that he 
will be offered his own starship again sometime in the 


future. 


Commander Riker’s role as the leader of Away Teams for 
surface missions is important and a passion for the man. As 
the leader of an Away Team, he is in his natural element. 
Away from the confines of a formal command structure, 
Riker often is forced to think and act boldly. 


Lieutenant Commander 
Data 


Portrayed by 
Brent Spiner 


Data was created as an 
artificial life form by 
the brilliant scientist, 
Dr. Noonien Soong. 
He was recovered by 
the crew of the USS 
Tripoli and activated 
by them as the sole 
survivor of an outpost 
that had been wiped 
out. Data enrolled in 
Starfleet and was made 
an officer after gradu- 
ating at the top of his 


class. Being the only artificial life form of his kind, Data has 


vastly superior strength compared to humans and is able to 


store/process incredible amounts of information. 


His position in the Federation has not always been secure. 


If not for the legal maneuverings of Captain Picard, Data 


would have become the property of Starfleet. However, he is 


now recognized as an individual life form, constantly fighting 


the prejudices associated with being the only one of his kind. 


LIEUTENANT COMMANDER DATA 
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He once tried to create another android modeled after his 
own Positronic brain, but his efforts ultimately failed. 


Data has evolved a great deal as a sentient being during his 
tenure on the USS Enterprise. While his own origins were 

a mystery until a return trip to the planet where he was 
found, Data was a driving force in the reassembly of his 
“brother,” an earlier prototype named Lore. Years later, Data 
was also ultimately responsible for Lore’s deactivation. 
During his missions on board the Enterprise he learned that 
Dr. Soong had created other androids as well. He even got a 
chance to meet with his “father.” Some of the advanced pro- 
gramming that Dr. Soong provided his creation has allowed 
Data to enter a dream-state similar to human dreaming— 
bringing the android closer to his goal of one day becoming 
“human,” however ill-defined that may be. 


Data’s command and leadership evolution culminated in his 
first posting to a temporary Captaincy where, defying orders, 
he managed to block a Romulan incursion into the recent 
Klingon civil war. He has proven himself worthy to wear the 
Starfleet uniform time and time again, and is likely to do so 
for years to come. 


Lieutenant Worf 
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Portrayed by Michael Dorn 


If people are elements of their upbringing, then Worf—son 
of Mogh—is a man who has been forged and tempered by 
life for a greater role. He was one of a handful of survivors of 
a Romulan attack on the Khitomer outpost as a child. 


Orphaned, he was rescued by a Starfleet officer who adopted 
the Klingon boy as his own son. Throughout his childhood, 
Worf stood out—to the point that he was the first Klingon 
to ever graduate Starfleet Academy. 
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His first posting on the Enterprise was as Tactical Officer, 
until the death of his close friend Tasha Yar. Since that 
time, he has served as the Chief of Security—a role and 
obligation that he takes very personally. During his early 
years, he became romantically involved with Ambassador 
K'Ehleyr and their union produced a son, Alexander. Since 
his wife’s assassination, Worf has raised Alexander, teaching 
and building on the lessons his human stepparents passed on 
to him. 


During the recent change of power within the Klingon 
Empire, Worf had a historic and demanding role. In an act 
of unprecedented selflessness, he allowed himself to suffer 
banishment in the eyes of his fellow Klingons in order to 
preserve the Empire. When Gowron assumed the leadership 
of the High Council, Worf was instrumental in rallying his 
brother’s support and for eventually regaining his family 
name and honor—and in the process, saving the Empire 
from the strife of a prolonged civil war that was being fueled 
by the Romulans. 


Worf’s allegiance and his personal code of honor make him 
a strong ally. Despite his gruff exterior, he places a high 
value on friendship and is willing to take extraordinary risks 
for his fellow officers. He has matured greatly as a Starfleet 
officer—no longer blindly rushing into fights, but rather 
taking the time to study a situation and resolve it through 
the best means possible. 


Doctor Beverly Crusher 


Portrayed by Gates 
McFadden 


Beverly Crusher is a 
woman who has waded 
through some dark 
times in her life, but 
has somehow always 
managed to prevail 
and overcome the 
obstacles that have 
faced her. During her 
tenure at Starfleet 
Academy, she became 
involved with Jack 
Crusher, to whom she 


was introduced by 
Walker Keel, a mutual friend of Jean-Luc Picard. When 
Picard was given command of the USS Stargazer, Jack 
Crusher joined his old friend’s crew. 


DOCTOR BEVERLY CRUSHER 


Unfortunately, Jack Crusher was killed on an Away Team 
Z658 commanded by Picard, leaving Beverly and their only son, 
Wesley, alone. Beverly buried herself in her work and her 
son, and eventually signed on as the Chief Medical Officer 
of the USS Enterprise. 


The only strong consistency in her life since the death of 
Jack has been Jean-Luc Picard. While she has expressed a 
romantic interest in her Captain, their positions have man- 
aged to keep the relationship proper and within the guide- 
lines for a superior officer and his/her subordinate. 
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Lieutenant Commander 
Geordi LaForge 


Portrayed by 
LeVar Burton 


Geordi LaForge was 
originally posted to the 
helm of the Enterprise 
during the first year of 
its voyages; however, 
his aptitude for 
Engineering provided 


LIEUTENANT COMMANDER GEORDI LAFORGE 


Captain Picard with 
the impetus to make 
the man his Chief 
Engineer with a pro- 
motion to Lieutenant 
Commander. It is a role 
that he has excelled in. 


Geordi’s most apparent feature is the VISOR (Visual 
Instrument and Sensory Organ Replacement) device that he 
wears over his eyes. Being naturally blind from birth, the 
VISOR uses direct neural implants to relay visual signals to 
Geordi’s brain, giving him a form of vision. The technology 


of the VISOR is such that it provides him with the ability to EEF 
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see things that normal human eyes simply cannot pick up— 
such as the electromagnetic spectrum from infrared to 


ultraviolet. 


LaForge has emerged as Data’s closest friend, constantly 
assisting the android in his quest to become more human. 
He is known to have a strong sense of humor as well. Over 
the last few years he has begun to emerge as a leader, rather 
than a mere manager of Engineering—something that makes 
him stand out as an officer. 


Counselor Deanna Troi 


Portrayed by 
Marina Sirtis 


As the ship’s 
Counselor, Deanna 
Troi has a number of 
different responsibili- 
ties. To say the least, 
she is in charge of the 
spiritual and emotion- 
al well-being of the 
crew to a degree not 
unlike LaForge’s 
responsiblity for the 
Enterprise’s hardware. 


Starfleet often uses Betazoids as ships’ Counselors, and 
Deanna has pursued it as a career, even though she is only 
half Betazoid (her father being a human Starfleet officer). 
While true Betazoids are fully telepathic, Troi’s skills are 
best described as empathic. She can sense emotions and 
feelings, without reading direct thoughts per se. Coupled 
with her extensive training as a ship’s Counselor, she is able 
to read body language, posturing, etc., to aid her empathic 
abilities. 

Troi fulfills a vital role on the ship. As an aid to Captain 
Picard during diplomatic missions or when matters require 
negotiation, she can provide insights that often help reveal 
key underlying motivations. Her role has expanded dramati- 
cally with her recent success in passing Command Tests— 
allowing her to assume command of the Enterprise when 
necessary. 


Deanna was romantically involved with William Riker 
before their posting to the Enterprise and is still a close 
friend to him. Recently, she and Worf have begun to share 
strong feelings for each other, but thus far these have not 
been pursued by either of them. 


COUNSELOR DEANNA TROI 
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AND CONFIGUBA TION 


To play Star Trek: The Next Generation—A Final 
Unity, it must be successfully installed on your com- 
puter. Before you attempt to install the game, you 
must be aware of the requirements A Final Unity 
places on your hardware. This table lists these mini- 


mum requirements with a brief explanation. 


Item Requirement 
Processor 80486 or higher. Since the 


game is a 32-bit program, a 
computer with a 80486 or 
Pentium is required. 


Video Card SVGA (“Super VGA”). Most 
of today’s video cards support 
the VESA SVGA standard. 
If you aren’t sure if your 
video card is one of them, 
the easiest thing to do is to 
simply try to install A Final 
Unity. If the install program 
cannot find a SVGA com- 
patible card, it will not 
install the game. 


EA 
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DOS Version 


Math Coprocessor 


Mouse 


Hard Drive Space 


Memory (RAM) 


MS-DOS or PC-DOS 5.00 or 
higher. The game will not run 
properly under any other operat- 
ing system including Windows, 


Windows NT or OS/2. 


Required. If your processor is 

a 80486SX, you will need to pur- 
chase a separate math coproces- 
sor. These chips are usually 
available from your local 
computer store. 


Required. The game makes 
extensive use of a mouse and will 
not support a keyboard-only 
interface. 


For best performance and play- 
abilty, you will need 20MB mini- 
mum 28MB optimum of free 
space on your hard drive. 
However, the game will install 


with only 4MB available. 
SMB. See the following for a 


more complete description. 


How do I configure my machine to run Star Trek: The Next 
Generation “A Final Unity”? 


To run the installation program, you need 416k of conven- 
tional memory, a working CD-ROM drive, and a video card 
and monitor capable of displaying SVGA quality graphics. 
As the install program runs, opportunities to optimize your 
configuration will arise. But for now, this is sufficient. 


The later versions of DOS (5.00 and higher) provide a 
mechanism that allows you to load parts of the operating 
system and other utilities into “high memory,” leaving more 
“conventional” memory that programs can use. The DOS 
utility memmaker determines the optimum memory layout 
for your machine and modifies the CONFIG.SYS and 
AUTOEXEC.BAT files (which both reside in the root direc- 
tory of your C drive) accordingly. This process should yield 
the necessary 416k of conventional memory. If it does not, 
try making a copy of your CONFIG.SYS and 
AUTOEXEC.BAT files and using the minimum required, as 
described below. If you need help with the memmaker 
program, consult the DOS documentation. 


If you own QEMM or 386MAX, these programs 

| provide their own utilities for optimizing DOS’s 
use of conventional memory. Consult the docu- 
mentation for proper use of these utilities. 
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a The minimum CONFIG.SYS file for Star Trek: The Next 
278 Generation—A Final Unity is 


device=c: \dos \himem.sys 
device=CD-ROM device driver (if necessary) 
dos=high 

files=20 

buffers=20 


The minimum AUTOEXEC.BAT file for Star Trek: The Next 
Generation—A Final Unity is 


c:\dos\mscdex parameters required for your 


CD-ROM 


Everything checks out. How do I install the game? 


Insert the Star Trek: The Next Generation “A Final Unity” 


CD into your CD-ROM drive. Next, change to the CD- 
ROM drive and run the install program. To accomplish 


this, type: 

D: Substitute drive letter of your CD- 
ROM drive if necessary and press 
Enter. 

INSTALL This actually runs the install program. 


If everything is configured properly, the following installa- 
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tion screen appears: 


R 


View and print Readme 


Install game 


Make boot disk 


Exit installer 


Choose option with mouse or arrow keys. Perform option by clicking 
Okay or pressing Enter. 


GAME INSTALLATION AND CONFIGURATION 


This screen provides several options, in the form of buttons, 
to direct the installation of A Final Unity. 


Button Description 


View and Print ReadMe This button will display a win- 
dow containing last minute l 


information that was unavail- ] 
able at the time the manual was i 
published. It is always a good l 
idea to read this information | 
before proceeding with the 

installation. 


Install Game This button starts the remain- 
der of the installation process. 
Press this button after you have VITA 
read the last minute updates in 


the ReadMe window. 
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Button Description 


Make a Boot Disk If your computer configuration 
requires you to make a boot 
disk (see earlier text), this but- 
ton will create it for you. 


Exit Installer Once you are finished 
installing the game (or decide 
you want to do something 
else) press this button and you 


will be returned to DOS. 
I pressed on one of the buttons and nothing happened. 


By pressing on a button, you have selected it. To activate it, 
either double-click on it, or click on it and press the Okay 
button. 


Pressing the Install Game button brings you to the 
Installation Options screen: 


View and print Readme 


Install minimal version 
{3 MB required) 


Install standard version 
(7 MB required) 


Install optimal version 


(il MB required) 
Return to main menu 


Exit installer 


Choose option with mouse or arrow keys. Perform 
option by clicking Okay or pressing Enter. 


Similar to the main install screen, this screen allows you to 


direct just how much of the game is installed on your hard 


drive. If you have the hard drive space available, it is recom- 


mended that you select the “Install Optimal Version 
(12MB)” button. This will make A Final Unity more 


responsive. 
Button Description 


View and Print ReadMe 


Install Minimal Version (4MB) 


If you did not read 
the ReadMe instruc- 
tions from the main 
install screen, this 
button gives you 
another opportunity 
to do so. 


The minimal version 
of the game contains 
the minimum num- 
ber of files necessary 
to run A Final 
Unity. If you are 
constrained on hard 
drive space, or 
simply don’t want it 
occupied by a game, 
select this option. 
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Button 


Description 


Install Standard Version (8MB) 


Install Optimal Version (12MB) 


Return to Main Menu 


Exit Installer 


The standard ver- 
sion of the game is 
the middle of the 
road option. Select 
this option if you 
don’t care to use 
the optimal ver- 
sion, but find the 
minimal version 
unacceptable. 


The optimal ver- 
sion of the game 
occupies the most 
space on your hard 
drive, but provides 
for performance. 
This option should 
be used in most 


Cases. 


This option returns 
you to the main 
install screen. 


Selecting this 
option returns you 


to DOS. 


It is important to note that although the install program de- 
scribes three “versions” of Star Trek: The Next Generation— 
A Final Unity, there is only one copy of the game itself. The 
different “versions” merely describe the flavor of how it is 
installed on your system (i.e., how much disk space is taken). 


Once you select one of the Install options, the installer 
examines your hardware to make sure everything is in order 
to play the game. Once this process has been completed, the 
following screen is displayed: 


This is a table of the system parameters that STARTREK requires and also 
what your computer now has. 


Description Detected 

Processor 

Files and buffers 

Graphics adapter 

Conventional memory 

Extended memory 

Math coprocessor 

Mouse driver 

CD-ROM speed 

DOS version í 620 

Hard disk space {checked later) 
* Red highlight means you cannot install STARTREKEXE due to that item. 
* Yellow highlight means you can install but you may have trouble running 
STARTREKEXE unless you rectify that item. 
To continue, click Okay or press Enter. To return to main menu, click Go Back or 
press Eso. 


| Go Back Suggest Fix X okey) 


The exact information may vary depending upon your hard- 
ware configuration. Here, the install program displays a 
report card of what it found about your hardware. If your 
hardware is deficient in any of the eight areas, the installer 
denotes this by highlighting the requirement in red or 
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yellow. If this is the case, clicking on the offending require- 
ment and pressing the “Suggest Fix” button will give you 
some suggestions to remedy the problem. Those items high- 
lighted in red must be corrected before A Final Unity can 
be installed, while those in yellow should be corrected. In 
most cases, items marked yellow must be corrected before 
playing the game. 


Why does the install program complain about my Video Card? 


Many manufactures of video cards require you to run a pro- 
gram to enable the VESA compliant features. This is proba- 
bly the case if you own a video accelerator card. Refer to the 
documentation that came with the card if you need to 
enable VESA compliance, then retry the install. If you are 
still having problems meeting the video requirements of A 
Final Unity, try contacting Spectrum Holobyte technical 
support. 


I have a 486. Why does the install program say I don’t have a 
math coprocessor? 


The primary difference between a 486 and a 486SX is the 
lack of a math coprocessor. If you are using a 486SX, you 
must purchase the math coprocessor separately to play the 
game. Contact your local computer hardware store for 
details. 


Does Star Trek: The Next Generation—A Final Unity work 
properly with my DoubleSpace, DriveSpace, or Stacker drive? 


Yes. However, it is important to note that these programs 
estimate the amount of free space available by multiplying 


the actual free space by your current compression ratio. 
Since the files installed for use during game play do not 
compress well, the game may seem to occupy more space on 
your hard drive than the install program indicated it would. 
This also means that the install program may not be able to 
warn you if there is insufficient space to install the game. 

If there is some question, install the game and see what 
happens. 


Will the Pentium bug effect this program? 
No. The floating point divide bug in older Pentium chips 


only happens in extremely rare cases and when it does hap- 
pen, it causes the fractional portion to be off by infinitesi- 
mal amounts. Don’t be concerned. 


My mouse is connected properly. Why can’t the install program 


find it? 


You probably need to load a mouse driver. Windows and 
OS/2 have their own facilities for managing a mouse that 
requires no intervention on your part. However, DOS is an 
entirely different animal. Exit the install program and load 
the mouse driver appropriate to your brand of mouse. If you 
need help with this, contact your local computer dealer or a 
knowledgeable friend. 


What is conventional memory? 


Since DOS is a 16-bit operating system, the maximum 
amount of memory it can use is | megabyte. When the PC 
was first designed, certain sections of the available memory 
were reserved for the computer’s internal use, leaving the 
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remainder available for user programs. This leftover space is 
referred to as conventional memory. The amount of avail- 
able conventional memory usually never exceeds 640k. 


What is extended memory? 


Extended memory is that memory that resides beyond the 
accessible range of DOS. Advanced operating systems like 
Windows 95, Windows NT, and OS/2 and 32-bit programs 
using a DOS extender do not have restrictions on the 
amount of memory they can access and can therefore use 
this memory. 


I have QEMM. How can I meet the 384k minimum memory 
requirement? 


If you use QEMM,, it is recommended that it be version 6.0 
or later. The QEMM memory manager comes with a pro- 
gram called optimize that will analyze your configuration 
and make the necessary changes to your CONFIG.SYS and 
AUTOEXEC.BAT files to maximize the amount of free con- 
ventional memory. Consult the QEMM documentation for 


instructions on how to use the optimize program. 


I have 3836MAX. How can I meet the 384k minimum memory 
requirement? 


The 386MAX program comes with a utility called maximize 
that will maximize the amount of conventional free memory 
by altering your CONFIG.SYS and AUTOEXEC.BAT files. 
Consult the 3836MAX documentation for instructions on 
how to use the maximize program. 


Can’t I achieve the 416k memory requirement with DOS? 


Yes. DOS 6.0 and higher come with a utility called mem- 
makr that analyzes your configuration and makes the appro- 
priate changes to your CONFIG.SYS and AUTOEXEC.BAT 
files to maximize the amount of free conventional memory. 
Consult the DOS documentation for instructions on using 
the memmakr program. 


Once you have satisfied all requirements of the game and 
are ready to start the installion, press the Okay button. Now 
the install program will prompt you to select the drive that 
the game should be installed on. Here, you will only be 
allowed to select the drive with the appropriate amount of 
free space. If there are no drives with enough free space, you 


will need to exit the install program and delete some files. 


To which disk drive do you want 

{0 Mb) STARTREK installed? 

(557 Mb) 

(774 Mb) (HMB minimum required) 

(735 Mb) 

(2047 Mb) 
Choose drive with mouse or arrow keys. 
Then click Okay or press Enter. To return 
to previous soreen, press Esc or click Go 
Back. 


| Go Back 
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With the desired hard drive selected, the install program 
displays a screen asking you to select the directory that the 
game will be installed in. The default directory is usually a 
good choice. Once you have selected an installation direc- 
tory, press the Okay button. If you have changed your mind 
regarding any previous choices, pressing the Go Back button 


will return you to the previous screen. 


If the directory you select already exists, the install program 
displays a message asking you to verify your selection. Any 
previous version of the game, including saved games, will be 
erased if you select the Okay button. Also, don’t install the 
program in the directory of another game; it would be a bad 
idea to install the program in your Windows directory, for 


example. 


N 


STARTREK will be copied to your hard disk and placed in its 
own directory. What would you like this directory to be 
named? 


CA STING 


To accept this directory name, press Enter or cliok Okay. To modify this 
directory, press the Left Arrow key. To replace this directory, type a 
new directory. To go to the previous soreen, press Eso or click Go Back. 


| Go Back 


Once you select the Okay button from the directory selec- 
tion screen the meat of the installation process begins. 

The install program will display the Installation Summary 
screen. As the game installs, it displays its progress on this 
screen. This includes an indicator telling you the percent 
completed. The time required for this process depends upon 
your machine and your choice of installation options. 


Once the installation is complete, the program returns to 
the main menu. However, you’ll notice that the main menu 
has now become the “Setup Menu.” 


A 


View and print Readme 


Configure hardware 


Set game options 


Exit and save configuration 


Choose option with mouse or arrow keys. Perform option by clicking 


Okay or pressing Enter. 
i Okay 
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Set Setup Menu provides the following options: 


288 Button Description 


View and Print ReadMe Allows you to browse the 
last minute information file. 
Press the Okay button when 
you are finished. 


Configure Hardware Pressing this button allows 
you to configure the game 
to use the hardware 
installed in your computer. 


Set Game Options This button allows you to 
alter some aspects of the 
game such as difficulty level 
and text mode. If text mode 
is turned on, the game will 
display the text of what is 
spoken by each character to 
the screen (you should 
leave it on). The difficulty 
level determines how much 
assistance the crew of the 
Enterprise gives you during 
your mission. 


Exit and Save Terminates the setup 


Configuration program and saves any 
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changes you have made. 


Pressing the Configure Hardware button brings you to the 
Hardware Configuration screen. This screen allows you to 


change the configuration of your sound and video cards. 


R 


Setup Sound Card 


Setup Video Mode | 


Return to previous menu 3 


Choose option with mouse or arrow keys. Perform option by clicking 


Okay or pressing Enter. 
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The options provided on this screen are as follows: 


Button Description 
Setup Sound Card This option allows you to 


configure the sound hard- 
ware installed in your 
computer. 


Setup Video Mode This option allows you to 
control the graphics resolu- 
tion and number of colors 


used by the game. 28g 


Return to previous menu Returns to the Setup Menu. 
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Configuring your Sound 
Hardware 


Selecting the “Setup Sound Card” option begins the process 
of configuring your sound hardware. This screen contains 
four list boxes containing information about the sound hard- 
ware that the game supports. The top-most list box contains 
the names of the supported sound cards including an “Auto 
detect” option. 


If this is your first attempt at installing A Final Unity, it is 
recommended that you let the setup program do the leg 
work for you. Click on the “Auto detect” option and press 
the Okay button. After a brief pause, a window will be dis- 
played showing you what hardware it identified in your 
machine. Pressing the “Sound Test” button will play a sound 
snippet. If you hear the voice of a crew member, you’re all 
done! If you have two sound cards in your machine, the first 
one the game encounters will be the one displayed in the 
window. If no cards were detected, a message is displayed 
indicating this. 


If the auto detect method does not work for you or, in some 
rare cases, causes your computer to lockup, you must select 
the sound card by hand. This is where the other three list 
boxes come in to play. To manually select the sound card, 
you must know the I/O address, IRQ number, and DMA 
number that your card uses. This information can usually be 
obtained in the documentation or a configuration program 
accompanying the card. Select the appropriate values in the 


list boxes and press the “Sound Test” button. You should 
hear the voice of a crew member. If not, try again. If you 
exhaust all possibilities, your sound card may be defective or 
incompatible with the program. 


Please note that randomly selecting I/O port addresses, IRQ 
and DMA numbers can cause your machine to lock up, but 


will not damage your computer. 


If you have a sound card that is supported but can’t get it to 
function properly, contact Spectrum HoloByte technical 
support. 


A Final Unity runs but I can’t hear anything. 


This indicates that your sound hardware is not configured 
(or installed) correctly. If you didn’t explicitly configure 
your sound card during the initial setup, you will hear no 
sound. Run the setup program and use the Configure Sound 
Card option described earlier. If this fails, your sound card 
may be improperly installed or incompatible with the game. 


The sound stutters or repeats over and over. 


This indicates that the IRQ or DMA options are set incor- 
rectly. Use the setup program to properly set these values. 


Configuring your Video Card 


Selecting the “Setup Video Mode” option allows you to con- 
figure your video card for use with the game. The top-most 
list box contains a listing of all video modes A Final Unity 
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supports. The first time you install the game, it is recom- 
mended that you select the “Auto detect” option. To do 
this, click on the “Auto detect” option in the list box and 
press the Okay button. After a brief pause, the setup 
program will inform you of the appropriate choice and will 
display a picture of the Enterprise. If everything displays cor- 
rectly, press a mouse button and you will be returned to the 
Hardware Configuration menu. 


You may want to experiment with the other resolutions. The 
65,536 color mode displays the best graphics. Once you 
press the Okay button, the setup program will test your 
choice. If you don’t see the Enterprise, change the video 
mode before running the game. 


Why does my monitor go berserk when I run the game? 


Most likely, you have a monitor that is not capable of dis- 
playing the higher resolution modes the game uses. Using 

the setup program, try configuring your video card to use a 
lower resolution. If that fails, you may need to purchase a 

new monitor. 


The game installed correctly but the graphics are jumbled on 
my screen. 


Most likely, you have chosen a video resolution unsupported 
by your video card or monitor. Use the setup program to 
lower the video resolution and/or number of colors. First, try 
selecting an option that uses fewer colors. If the problem 
persists, select an option that uses a different resolution 
setting. 


I’m using the 640x480 resolution. The video animation 
sequences only occupy 1/4 of my screen. 


You can make the video animation sequences larger by 
selecting the “Full Screen Mode On” option. However, this 
will slow the animation. The remainder of the game contin- 
ues as normal. 


The graphics are really sluggish. 


The higher resolution modes require more computing horse- 
power to animate fluidly. If the animation is unacceptable, 
try a lower resolution mode. Also, turning off the “Full 
Screen Mode” option significantly improves performance, 
but shrinks down the animated image. 


Once A Final Unity is installed, how do I change the hardware 
options? 


Go into the directory where you installed the game and run 
the setup program. This program brings you right to the 
Setup Menu. 


| Your system configuration information is stored 

in the STTNG.INI file. Before you make any con- 
figuration changes make sure to make a backup 
of this file. 
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USS Enferprise— 
A Lineage 


NCC-1701 This Constitution Class starship was 
commissioned in 2245 and captained 
by Robert April, Christopher Pike, 
and James T. Kirk. The vessel was 
refit in 2270 and was used by 
Starfleet Academy as a training ves- 
sel. This Enterprise remained in active 
service until 2285 when it was 
destroyed while under the command 
of then-Admiral James T. Kirk in the 
Mutara Sector during a confrontation 
with a renegade Klingon Bird of Prey. 
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NCC-1701A 


Commissioned in 2286, this Constitution 
Class vessel was originally designated as 
the replacement for the USS Yorktown 
(NCC-1704-A), but the name was 
changed and the ship was assigned to 
Captain Kirk and the original crew of the 
USS Enterprise in honor of their success- 
ful completion of a mission that saved 
planet Earth from an alien probe. The 
last official action of this ship was to 
prevent an act of terrorism at the Camp 
Khitomer Peace Conference. Shortly after 
this, the NCC-1701-A was decommis- 


sioned. 


NCC-1701-B This Excelsior Class starship launched in 


NCC-1701-C 


2294 under the command of Captain 
John Harriman. The ship’s successes were 
marred only by the the death of a visiting 
dignitary, retired Captain James T. Kirk, 
during the ship’s maiden voyage. 


One of the first ships built at Earth 
Station McKinley, the Enterprise C was an 
Ambassador Class starship. The ship was 
commanded by Captain Rachel Garrett 
and was lost in operations in the Narenda 
system while coming to the rescue of a 
Klingon outpost under attack by a 


Romulan incursion force. Despite being 
outnumbered and hopelessly outgunned, 
the Enterprise C put up a gallant fight 
before being overcome and boarded by 
the Romulans. Rumors persist that the 
ship may have had survivors that were 
taken to Romulus. The actions of Captain 
Garrett and her crew earned them a place 
of distinction with the Klingons they 


USS ENTERPRISE—A LINEAGE 


were protecting and helped secure the 
present peace treaty between the Empire 
and the Federation. 


NCC-1701-D Commissioned as a Galaxy Class Starship 
from the Utopian Planitia Fleet Yards, the 
Enterprise D was commissioned in 2363 
under the command of Captain Jean-Luc 
Picard (and for a short period of time, 
Captain Edward Jellico). The vessel has 
served in a number of crucial missions, 
not the least of which was the defeat of 
an invasion by the Borg which threatened 
not only Earth but all of the Federation. 
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Piloting a starship is done in all three dimensions. The first 
bearing given is the horizontal setting of the ship’s direction 
relative to the current position of the vessel, in degrees. The 
word “mark” is used to distinguish the first and second head- 
ing. The second heading is also in degrees and refers to the 
vertical direction of the ship. Thus, a heading of “45 mark 
90” would be a horizontal heading 45 degrees (to the right) 
and a vertical heading 90 degrees (straight down). 


—— uter System Control 


The USS Enterprise’s terminal control surfaces utilize a 
LCARS interface. LCARS (Library Computer Access and 
Retrieval System) is a software definable interface that reads 
the current situation of the vessel and configures the work- 
station with the desired control setup. Thus the user has the 
optimum controls needed based on the current situation 
that the ship is facing. 
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Photon Torpedoes 


Range 3,500,000 kilometers for midscale 


detonation yield 


Payload (antimatter) 1.5 Kilograms 

Size 2.1 x .76 x .45 meters 

Weight 247.5 Kilograms 

Application Tactical combat situations at 
warp speed 


Launcher Locations 


Description 


Maximum Use 


Warp Power 


Engineering Section. Forward 
tube positioned over main navi- 
gational deflector dish. Aft tube 
over ship’s structural spine. 


Photon Torpedoes carry their 
own warp engine and generate 
their own warp field for combat 
situations. They carry a 
matter/antimatter fuel system 
that is used both for propulsion 
and for detonation. 


Up to 10 torpedoes can be 
launched simultaneously from 
each tube. 


Federation technology utilizes warp drive engines to move 


the ship at speeds greater than the speed of light—speeds 


necessary to travel practically between worlds in the Star 


Trek universe. 


Warp drives require a great deal of power and their source is 


a supply that utilizes a mix of matter and antimatter in a 


magnetically controlled environment. Warp engines essen- 


tially manipulate the space around a starship, distorting it to 


allow the vessel to move faster than the speed of light. 
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This distortion does not divorce the ship from normal space. 
FOE Hence stars can still be seen. Specially adapted optic sensors/view- 
ers account for the warp drive distortion allowing the star light 
being passed to appear to be moving past the ship. 


The distortion of subspace caused as a result of activating a 
Warp drive is measured in units known as cochranes (named 
after Zefram Cochrane, a 21st-century scientist, who created 
the first practical and operational Warp Drive Engine). A 
cochrane (c) is the amount of subspace distortion needed to 
exceed the speed of light. Cochranes, over time, became less 
of a unit of measure and instead the more common, “Warp 
Factor” became better known. 


Warp Factor Cochranes 
Warp Factor 1 1 cochrane (c) 


Warp Factor 2 TOG 
Warp Factor 3 59 ¢ 
Warp Factor 4 102€ 
Warp Factor 5 214 c 
Warp Factor 6 392 c 
Warp Factor 7 656 c 
Warp Factor 8 1024 c 
Warp Factor 9 1516c 
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Because of the dynamically increasing scale of warp speeds, 
Warp Factor 10 is not an obtainable speed; however, Warp 
9.16 is dramatically faster than Warp 9. 


Hand Phaser Settings 


The following are the current settings for the type I and 
type II phasers: 


Setting Description  — —S 
1 Light Stun 

2 Medium Stun 

3 Heavy Stun 

4 Low Thermal 

5 High Thermal 

6-7 Light Disruption 

8-9 Medium Disruption 
10 Extreme Disruption 
11-15 Explosive Disruption 
16 Maximum Disruption 
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Ship Statistics 


Galaxy Class USS Enterprise 
Max Speed Warp Factor 9.6 


Cruising Speed Warp Factor 6 
Crew 900+ 
Phasers 12 Banks 


Photon Torpedoes 2 (one forward and one aft) 


Ferengi Marauder 


Maximum Speed Unknown 
Cruising Speed Estimated Warp Factor 5 
Crew Estimated 500 


Disruptors 5 


Romulan Warbird 
Maximum Speed Estimated Warp Factor 9.6 
Crew Estimated 400 ship 
personnel, 300 troops. 
Disruptors 10 
Torpedoes 6 


Cloaking Device Equipped 


Klingon Bird of Prey 
Maximum Speed Warp 9.6 


Cruising Speed Warp 6 


Disruptors 2 
Torpedoes 1 
Crew 12-36 


Cloaking Device Equipped 
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Key Locations in 
the Game 


Horst ill 


Location 


Official name 


Kridnar Astrogation Block 
Sector Offset: 5.4.4 
Stellar Offset: 6.4.19 
Planetary Offset: 3 


Tothe Delta III 


Planetary Class K 

Population None 

Political Status Federation 
Mertens Orbital Station 


Location 


Kridnar Astrogation Block 
Sector Offset: 4.3.2 
Stellar Offset: 12.16.16 


Cymkoe IV 


Location Kridnar Astrogation Block 
Sector Offset: 4.3.2 
Stellar Offset: 12.16.16 
Planetary Offset:4 


KEY LOCATIONS IN THE GAME 


Official name Steger Delta IV 

Planetary Class M 

Population 3,117,380,000 

Political Status Federation 

Leader Chancellor Daenub 
Morassla 

Location Kridnar Astrogation Block 


Sector Offset: 2.2.5 
Stellar Offset: 15.10.1 
Planetary Offset:2 


Official Name Chysule Epsilon I] 
Planetary Class M 


Population 2,477,698,000; three sentient 
species—Uk’les, Mnoi and 
Gumduemhai. 

Political Status Federation petition pending 

Government Morassian Constabulary pe 
Government 307 


Preserve Liaison Constable LLiksze | 


J Ferengi Trader Aramut's 
708 Last Known Position 


Last reported position Joward III 
Kridnar Astrogation Block 
Sector Offset: 1.3.6 
Stellar Offset: 11.7.10 
Planetary Offset: 3 


Frigis 
Location Kridnar Astrogation Block 
Sector Offset: 4.2.5 
Stellar Offset: 8.5.5 
Planetary Offset: 6 
ó Official Name Shonoisho Epsilon VI 
E 
r 
i; Planetary Class M 
åż 
3 Population Unknown 
E 
zZ 
l = Political Status Unaligned 
3 Leader Chancellor Laraq 
>< 
a 
Z 


Romulan incursion Fleet 


Encounter Goldur Sector 
Kridnar Astrogation Block 
Sector Offset: 5.4.3 
Chodak Incursion Fleet 
Encounter Goldur Sector 
Kridnar Astrogation Block 
Sector Offset: 5.4.3 
Stellar Offset: 0.5.1 
Allanor 
Location Kridnar Astrogation Block 


Official Name 
Planetary Class 
Population 


Political Status 


Sector Offset: 26.2 
Stellar Offset: 3.8.12 
Planetary Offset: 3 


Brinus Zeta II] 


KEY LOCATIONS IN THE GAME 


= 
710 


APPENDIX A: SUPPLEMENTAL INFORMATION 


Gombara Pulsar 


Location Kridnar Astrogation Block 
Sector Offset: 6.3.7 
Stellar Offset: 19.14.5 
Jericho Sector, within Z’Tarnis 


Nebula 
Official Name Jericho 


Classification/Warning Navigational hazard; known 
zone of influence—8 light- 
years 


Unity Device 


Location Kridnar Astrogation Block 
Sector Offset: 3.1.3 
Stellar Offset: 9.14.16 


The ZTarnis Nebula 


An unusually dense cloud of gas and dust, occupying over 3,000 
sectors, 143 of which are in the Kridnar Navigation Block. 
Visibility inside the nebula is usually only 10 light-years or less. 
Some unknown force within the nebula interferes strongly and 
erratically with subspace radio and warp drive fields. 


Several Federation ships, and large numbers of survey probes, 
have been lost in the nebula. Romulans and other races also 
claim to have lost ships there. By treaty, anyone may enter and 


explore the nebula, but no territorial claims may be made. The 
nebula is generally avoided by local space-going races, some 
claiming that it was caused by the Chodak, and others that it is 
the hiding place of the mythical Star-Eater beast. 


Kridnar Astrogation 
Block Archaeological 
Timeline 


The Kridnar Astrogation Block is the area of space that the 
Enterprise is currently patrolling. The following is a specula- 
tive history of the region. Some information has been veri- 
fied while other information remains supposition. 


Before 1,000,000 years ago 


Miscellaneous unclassified traces. 


Unidentified culture, code EO-522. Probable T’kon 
visits—possibly Age of Xora. 


1,000,000 to 900,000 years ago 
Chodak “Empire” appears and collapses. 
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, 900,000 to 800,000 years ago 
JIZ T’kon Empire rule—possibly Age of Cimi. 


800,000 to 700,000 years ago 
Possible origin of Z’Tarnis Nebula. Disputed. 


T’kon leave, reason unknown. 


700,000 to 600,000 years ago 


Udurioch and Orjoto civilizations. 


Udurioch and Orjoto war to mutual destruction. 


T’kon visits—Age of Makto. 


600,000 to 500,000 years ago 


T’kon Empire collapses. 
Probable visit by unidentified, possibly proto-Vulcan, 


race. 


500,000 to 400,000 years ago 
Widespread destruction by left-over Udurioch/Orjoto 
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weapons. 


This problem continues to the present day. 


400,000 to 300,000 years ago >) — 


Possible Iconian visits. Disputed. 


300,000 to 100,000 years ago 


Iconian civilization collapses. 


100,000 years ago to Present Day 


Miscellaneous unclassified traces. 


Chodak Isolinear Technology 


Chodak Isolinear Rod: Chodak isolinear technology was 
apparently far advanced beyond current Federation levels, 
judging by the example of this rod. Each isolinear chip with- 
in the rod is capable of carrying approximately 1,012 more 
information bits than is possible with Federation state-of- 
the-art. Furthermore, the Chodak isolinear chips can be 
packed 32 times more densely without mutual interference, 
allowing for vastly more compact data storage and retrieval. 


Chodak Rod Programmer: The object in question was 
specifically designed to alter the electronic patterns encoded 
within Chodak isolinear chips, thus changing their responses 
to tri-electric field resonances. When properly used in con- 
junction with a specially constructed isolinear rod, it may 
alter the encoded patterns within the rod and allow it to 
serve as a passkey in multiple locking mechanisms. 
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The Dai Mon, like all Ferengi, are governed by a set of 


principles and guidelines known as the Ferengi Rules of 
Acquisition. Maintained and updated by the Nagus of the 
Ferengi, these rules are the closest approximation of a moral 
code governing the Ferengi. Rarely are outsiders given 
details of these rules, but they often find their way into 
Ferengi speech as clichés. The following are some of the 
more commonly known Rules of Acquisition. 


Rule Definition 


1 Once you have`their money, never give it back. 

3 Never buy anything for more than is absolutely 
necessary. 

6 Never let family stand in the way of opportunity. 

7 Always keep your ears open. 

16 A deal is a deal. 

21 Never place friendship before profit. 

22 Wise men can hear profit in the wind. 

31 Never make fun of a Ferengi’s mother. 

33 It never hurts to suck up to the boss. 

59 Free advice is seldom cheap. 

62 The riskier the road, the higher the profit. 

95 War is good for business. 

96 Peace is good for business. 

102 Nature decays but latinum lasts forever. 

103 Sleep can interfere with opportunity. 

109 Dignity and an empty sack is worth the sack. 

139 Wives serve; brothers inherit. 

214 Never begin a business transaction on an 


empty stomach. 


285 No good deed goes unpunished. 
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The Romulan Empire 


Known to have evolved as an off-shoot of a common Vulcan genet- 


ic heritage, the Romulans are nearly the opposite of their Vulcan 
cousins. Where the Vulcans strive to control their emotions and 
lead a highly organized and logical lifestyle, the Romulans are 
known to be a highly emotional and very passionate race. 


The first contact between the Romulans and Earth proved to be 
disastrous. The Romulan Wars lasted from 2156 to 2160 and ended 
with the epic Battle of Cheron. At the conclusion of the war, the 
Neutral Zone was designed to act as a buffer between the fledging 
Federation and the Romulan Star Empire. 


During the original five year mission of the USS Enterprise NCC- 
1701 the Romulans made a daring incursion across the Neutral 
Zone with their newly developed cloaking technology. Despite this 
technological edge they were defeated in battle, opting for suicide 
rather than surrender. It was during this incursion that, for the first 
time, that Romulan genetic links to the Vulcans were confirmed. 


A clandestine incursion by the Federation into the Empire result- 
ed in the recovery of a cloaking device ... aimed at providing a 


balance of power between the two governments. It was also 
confirmed during this time that the Romulans and the Klingons 
were sharing military technology. 


ING 
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In 2311 a Romulan incursion resulted in what has become 
referred to as the Tomed Incident. Thousands of Federation 
lives were lost. Between then and 2364 virtually no contact 
occurred between Romulus and the Federation. Activity later 
verified as a Borg scouting party forced the Empire and the 
Federation to once again acknowledge each other’s presence— 
adding to a new era of tension along the Neutral Zone. 


The sudden attention of the Romulan Empire in the affairs of 
the Federation resulted in their being a catalyst in the brief 
Klingon Civil War, supporting the Duras claim to the High 
Council. Intervention on the part of Starfleet exposed their 
involvement, allowing Gowron to assume the leadership of the 


Klingon High Council. 


More recently, former Federation Ambassador Spock relocated to 
Romulus to explore the chance for possible reunification 
between the Romulans and the Vulcans. Spock’s visit was used 
as a catalyst and cover for a Romulan invasion force that was 
going to attempt to seize Vulcan by force. The invasion force 
was engaged by the USS Enterprise NCC-1701-D and opted for 
self destruction rather than capture. Spock has remained on 
Romulus to work with underground elements there to preserve 
their common heritage with the Vulcans. 


THE ROMULAN EMPIRE (OVERVIEW) 
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BEFUND 
IHE SCENES 


After many long months of back-breaking effort, the 
much anticipated and talked about Star Trek: The 
Next Generation “A Final Unity” is finally with us. Few 
products have ever been as true to their source mater- 
ial. In the following pages we’ll take a look at the 
game’s inner workings, and get Michael Dorn’s 
(Worf—as though you didn’t know) perspective on A 
Final Unity and Star Trek: The Next Generation. 
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The Collector’s Edition of Star Trek: The Next 
Generation “A Final Unity.” 
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The Making of 
A Final Unity 


For more than a year computer artists worked at and perfect- 
ed the images and effects for A Final Unity. Almost 15 
frames had to be created for each second of animation that 
appears in the game. In all, there are more than 15,000 3D 
frames in A Final Unity. 


Eomae few te 


The Enterprise from rough design to finished product. The 
following pages show three stages of computer rendering. 
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Like any movie, the effects process begins by examining the 
script’s storyboard. From there the computer artists create 
3D “wireframe” computer models of ships and characters 
portrayed in the storyboard. When the wireframe looks 
right from every angle, color, light, and texture are added to 
the wireframe. Sound easy? It isn’t. It has taken more than a 
year for the computer artists to complete their work on the 


game. 
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Mertens Orbital Research Station: from concept to completion. | 


The final stages in Mertens design. 


For seven years, actor Michael Dorn portrayed Lt. Worf on 
Star Trek: The Next Generation. When this top-rated series 
ceased production and went into worldwide syndication, he 


reprised his role in Paramount’s Star Trek Generations 
motion picture, and currently hopes to appear in future Star 
Trek feature films. 
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While Michael’s act- 
ing career continues 
with roles outside of 
the Star Trek universe, 
he and the rest of The 
Next Generation cast 
worked with Spectrum 
HoloByte to create the 
most advanced inter- 
active Star Trek 
adventure ever— 

Star Trek: The Next 
Generation “A Final 
Unity.” For this 
cutting-edge PC CD- 
ROM adventure, Dorn 
and rest of the Enterprise NCC-1701-D crew recorded over 
an hour of original audio in order to create an interactive 
episode of Star Trek: The Next Generation. 


In this exclusive interview, Michael reminisces about his 
years working on Star Trek: The Next Generation, and talks 
about his involvement in the creation of A Final Unity. 


BRADY: WHAT DO YOU THINK OF Star Trek: The 
Next Generation “A Final Unity”? 


MICHAEL: Being an avid player of computer games, | 
must say that ‘A Final Unity’ is as good as games get in 
terms of graphics and overall game play. Because the entire 
cast from the TV series was involved in the game’s develop- 
ment, | think it will be all the more exciting for fans of the 
series when they experience it. 


BRADY: WHAT WAS YOUR CONTRIBUTION TO 
THE GAME? 


MICHAEL: I provided the voice of Lieutenant Worf for 
the original audio soundtrack that’s an integral part of the 
game. We recorded the soundtrack for the game after the 
series ended. Voice over work is tough. In this game, Worf 
has a lot of dialog, so it took a while to record every line 
so it was perfect. As we recorded the script for the game, 
if there was something that I didn’t feel was true to the 
character, we made minor changes. Worf doesn’t use con- 
tractions when he speaks. You won’t hear him say ‘doesn’t’ 
or ‘isn’t.’ Instead, he says ‘does not’ or ‘is not,’ so when I 
was recording the dialog for the game, I made several 
changes to correct this minor oversight. Overall, I’d have 
to say that the writers of the game were dead-on in regards 
to my character. 
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BRADY: HOW DOES IT FEEL TO HAVE YOUR 
CHARACTER RECREATED AS A ‘COMPUTER GAME, 
ACTION FIGURE, AND FOR OTHER STAR TREK- 
RELATED PROD@CTS? 


MICHAEL: When I was growing up, I had a G.I. Joe doll, 
and now, to see a recreation of my character as an action 
figure, and even in the computer game, it’s strange. Because 
Worf doesn’t look like Michael Dorn without makeup, it’s 
easier to separate myself from these recreations, but it’s still 
strange, flattering, and weird all at the same time. 


BRADY: IS THE GAME GOING TO BE A LOT LIKE 
THE ‘FV SERIES? 


MICHAEL: Since the producers of the computer game 
weren’t under the constraints of having to tell a complete 
story in 42 minutes, and didn’t have to worry about the cost 
of adding special effects, I think the game is more involved 
than a typical episode. For starters, it’s interactive. The 
game is, however, faithful to the series right down to the 
sound effects, the colors of the sets, and the mannerisms of 
the characters. 


BRADY: DO YOU PLAY COMPUTER GAMES? 


MICHAEL: Yes. Being a private pilot, my favorites are 
the flight simulators. I have just about every flight simulator 
on the market. My favorites are U.S. Navy Fighters from 
Electronic Arts and Falcon 3.0 from Spectrum HoloByte. 


BRADY: WHAT TYPE OF COMPUTER SYSTEM DO 
YOU HAVE! 


MICHAEL: It’s a Compaq 486-33 with a CD-ROM and 


SoundBlaster 16 sound card. 


BRADY: NOW THAT YOU’VE DONE THIS STAR 
TREK COMPUTER GAME, WOULD YOU LIKE TO 
LEND YOUR. ACTING TALENTS TO OTHER COM: 
PUTER GAMES OUTSIDE OF STAR TREK? 


MICHAEL: Sure, but it depends on the project. I am 
always concerned with the quality of whatever projects I 
work on. I never simply accept a project for the money. I 
only want to be involved with projects that I like, that are 
interesting, and that are not cheap or shoddy. 


BRADY: OVER THE YEARS, HOW WOULD YOU SAY 
THAT LIEUTENANT WORF HAS EVOLVED? 


MICHAEL: He started out to be very egotistical about 
who he was and what Klingons were. He’s really developed 
an appreciation for all life forms and no longer looks at 
things in black and white. I think the character has evolved 
into a more mature officer. When the series began, I don’t 
think he was Captain material, but I think he is now. 
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BRADY: WHERE DO YOU SEE THE CHARACTER 
GOING IN FUTURE MOVIES? 


MICHAEL: I have absolutely no control over what hap- 
pens with the character. That’s all up to the producers and 
writers. If I had a say, I’d like to bring a closure to the 
mystery surrounding Worf and his father. We don’t know if 
his father is alive or dead, and there is a lot we don’t know 
about his parents. 


BRADY: CAN YOU EXPLAIN THE MAKEUP APPLI- 
CATION PROCESS THAT TRANSFORMS YOU INTO A 
KLINGON? 


MICHAEL: Early on, it took about three hours to apply 
the makeup in the morning. The makeup artists, however, 
got the process down to less than an hour. For the motion 
pictures, the makeup has to be more intricate, so the appli- 
cation process takes at least two hours. | sit there and read 
the newspaper. By the time I finish the paper and complete 
the crossword puzzle, the makeup is completed. I can detach 
myself from the process, so it doesn’t drive me crazy sitting 
there for so long each day. I remember one day I forgot the 
newspaper, and I thought I would go nuts just sitting there 
watching them apply the makeup. It’s not a fun process. 
During the day, when I’m wearing the makeup, it’s itchy and 
hot, but the worst part is the false teeth. Those really hurt. 


BRADY: LOOKING BACK AT THE SEVEN YEARS OF 
EPISODES, DO YOU HAVE A FAVORITE? 


MICHAEL: |I have two favorites. One is episode #195, 
called ‘The Drumhead,’ and the other is episode #164, 
called ‘The Offspring.’ Whenever I get a chance, I watch 
reruns of the series, especially if the episode airing is one 
that I particularly enjoyed. 


BRADY: HOW DO YOU FEEL ABOUT THE TV 
SERIES ENDING? 


MICHAEL: I have mixed feelings about it. I miss working 
with my friends and the fun we had. Working on the series 
was the best time | ever had on a set. I am disappointed that 
they cancelled the series when they did, because I felt that 
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by the seventh season, we were really hitting our stride, and 
that episodes were getting better and better. Some people 
say that the show ran its course and it was time to quit, but 
I disagree. At the same time, I’m glad to be able to move on 
and audition for other roles that will further test my acting 
abilities. Throughout the entire seven years of doing Star 
Trek: The Next Generation, I always felt challenged as an 
actor and was kept interested in the role. 


BRADY: DO YOU HAVE ANY PLANS TO GET 
INVOLVED, EITHER BEHIND THE SCENES OR IN 
FRONT OF THE CAMERA, WITH Star Trek: Deep Space 
Nine OR Star Trek: Voyager? 


MICHAEL: No. Not at this time. 


BRADY: HOW HAS Star Trek: The Next Generation 
CHANGED YOUR LIFE? 


MICHAEL: It’s made me a strong actor. I also learned 
that you must love what you do, and that money isn’t every- 
thing. Sure, money is nice, but there’s a lot more to life, and 
I learned to appreciate that from working on the series for 
so long. 


BRADY: HOW DO YOU FEEL ABOUT THE FANATI- 
CAL FANS OF THE SERIES? 


MICHAEL: I’ve never had a bad experience with a fan of 
the series. Some people are fanatics about the show, but 
they’re harmless. It’s all for fun. When I go to conventions, 
I always ask the people who are dressed up like Klingons 
why they do it to themselves. I mean, I got paid to do dress 
up and wear the makeup. It was my job. A long time ago, I 
talked to a psychologist about it, and she said that it has to 
do with the fun of dressing up and becoming someone total- 
ly different for a short time. If you have the full makeup of a 
Klingon, nobody knows who you really are. It’s a fantasy 
that some fans enjoy living out. As an actor, I always tried 
to do my best work, but it was a pressure on the producers 
and writers to provide the fans with excellent stories on a 
weekly basis. 


BRADY: WHAT WAS THE TYPICAL PRODUCTION 
SCHEDULE LIKE TO FILM AN EPISODE OF THE 
SERIES? 
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MICHAEL: When 
Star Trek: The Next 
Generation was in pro- 
duction, I worked 
about eighteen hours 
per day. I got to work 
at 5:30 a.m. and went 
home between 9:30 
p.m. and 10:00 p.m. 
We usually worked six 
days per week to com- 
plete each episode. 


BRADY: IN 
BETWEEN WORK- 
ING ON Star Trek 
Generations AND THE 
NEXT STAR TREK FILM, WHAT HAVE YOU BEEN 
WORKING ON? 


MICHAEL: | did an episode of Showtime’s The Outer 
Limits called “The Voyage Home.” I also did a TV movie 
called Amanda and the Alien, and a motion picture called 
Time Master that’ll be released in August 1995. Recently, 
I’ve also done guest appearances on several TV series and 
sitcoms. I like doing television a lot, but if I go back to 
doing a regular series, I want it to be really good. I don’t just 
want to do a series for the sake of doing another series. I 
also want my career to go more toward feature films. 


At this point in my career, I don’t know what’s going to 
happen in the next couple of weeks or months, and I kind of 


like it like that. 


BRADY: HOW DO YOU WANT TO BE REMEMBERED 
FOR DOING Star Trek: The Next Generation? 


MICHAEL: [ think the fans already know everything they 
need to know about me, but I’d like to be remembered for 
having created a wonderful character. 


A 
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Order Toll Free 1-800-428-5331 


Title Order Number Price 
Sonic 3 1-56686-146-2 9.95 
NBA Jam 1-56686-145-4 9.95 
NBA Jam Pocket Codes 1-56686-200-0 8.99 
Virtua Racing 1-56686-184-5 9.99 
Tie Fighter 1-56686-186-1 19.99 
Super Street Fighter II 1-56686-196-9 9.99 
Fighting Game Secrets 1-56686-197-7 9.99 
Double Dragon 5 1-56686-211-6 9.99 
SEGA Game Guide 1-56686-204-3 12.99 
Mortal Kombat 1-56686-140-3 9.95 
Mortal Kombat II Arcade Secrets 1-56686-185-3 9.99 
Mortal Kombat II Fighters Kompanion 1-56686-198-5 9.99 
Mortal Kombat II Pocket Codes 1-56686-199-3 8.99 
Beavis and Butthead 1-56686-194-2 9.99 
Troy Aikman Football 1-56686-212-4 9.99 
Sonic and Knuckles 1-56686-218-3 9.99 
Mighty Morphin Power Rangers 1-56686-230-2 12.99 
The Lion King 1-56686-231-0 9.99 
Donkey Kong Country 1-56686-216-7 9.99 
Ballz 1-56686-214-0 9.99 
Ecco: Tides of Time 1-56686-229-9 9.99 
Bubsy 1 &2 1-56686-220-5 9.99 
Mortal Kombat Super Book 1-56686-213-2 19.99 


Video and Computer Titles Now Available from BradyGAMES 
Order Toll Free 1-800-428-5331 


Title Order Number Price 
Doom 1-56686-187-8 9.95 

Doom II 1-56686-228-0 19.99 
The 11th Hour 1-56686-192-6 19.99 
Lemmings Chronicles 1-56686-245-0 19.99 
Origin Wing Commander 3 1-56686-238-8 19.99 
Sim City 2000 1-56686-205-1 19.99 
NBA Jam Tournament Edition 1-56686-232-9 9.99 

NBA Jam Tournament Ed. Pocket Code 1-56686-279-5 8.99 

Mortal Kombat III Arcade Secrets 1-56686-283-3 9.99 

BradyGAMES Guide to Flight Sim 1-56686-282-5 19.99 
Official Guide to Command & Conquer _1-56686-247-7 19.99 
NBA Jam Tournament Ed. Super Book 1-56686-293-0 19.99 
Killer Instinct Pocket Guide 1-56686-295-7 19.99 
Inside Madden ‘94 Football 1-56686-114-4 12.95 
Inside NBA Showdown Basketball 1-56686-115-2 12.95 
Inside NHL ‘94 Hockey 1-56686-113-6 12.95 
Star Trek: Judgement Rites 1-56686-150-0 14.95 
Star Trek: Futures Past 1-56686-158-6 14.95 
Battletech 1-56686-208-6 9.99 

Corridor 7 1-56686-219-1 19.99 
The 11th Hour 1-56686-192-6 19.99 
Wing Commander 3 1-56686-238-8 19.99 
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THE NEXT GENERA none è S „Offici Strategy Guide® 
“A Final Un ity”. . . Authorized py 
*@ OFFICIAL STRATEGY GUIDE ` Spectrum HoloByte, = * 


BradyGAMES has created a companion to guide you through “The Final Unity” Experience 
— Three Play Guides in One! You can.play the game the way you want. 


Featuring: ` So eae 

@ Hints and tips--if you just need a iie Wei, i 

@ Complete Walkthrowgh--a thorough description of every portion of the game, 
and what tp do when you get there =, 


ar Solutions--a down and dirty step-by-step guide to solving the game— FAST! _ 
: « 


BONS NY 
7 vali Color Poster 


yey game locations 
— rie sting of episodes ; | 
for all 7 seasons ) : l 

| ` $1 9.99 U S A 


$26.99 CAN 


ISBN 1-56686-207-8 
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9 781566 862073 | 
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